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The Anti-Nuclear Party have reprogram- 
med power station robo-equipment to 
empty the containment vault and attack 
all human staff. They have scattered 
eighteen canisters of highly dangerous 
radioactive fuel-rods throughout the 
seven-storey building. You have 30 
minutes, an armour-piercing machine-gun 
and a personal jet-pack, you have the 
latest anti-radiation suit. The building has 
decontamination showers that may help 
you; but you will be fighting against time, 
Intense radiation, robo-weapons, and all 
of this In a hostile environment with 
dangerously open floors, and the ever- 
present threat of falling down the vault. 









The first casualty of war is innocence. 
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NEIGHBOURS 

Hew son 



ARGUMENTS 

and a very nice video player 



BATMAN! 



*Now is th# winter of our 
discontent/ tho poet wrote -but 
then He didn't realise CRASH 
Issue 50 was going on sale 
February 25 



46 LEVEL 9 PROFILE 

Chris Hdlancf goas lo Levet Sand, lindscut who does what to who and why 
they do rt 

SS CRASH INDEX - PART II 

Losl your tips? Don't know where to find them? Don't despair we’ve DD t an 
index for every tip ever pubHshad in CRASH 

70 THE REAL THING 

In their pursuit of ’the real thing' Jultan FUgnalP and Steve Jarralt 2oomed 
down to Heathrow to see what British Airways would give them. The flight 
simulator wiis snouQii 

74 ON THE SCREEN 

Films, music and LM jHomds inspiration for this month's selection of artistic 
accomplishments 



REGULARS 



7 EDITORIAL 

More cryptic comment from tha pen qT Page 

30 LLOYD MANGRAM’S FORUM 

CRASH is wonderful, says a reader. Indeed it is, says Upyd 

3S NICK ROBERTS’S PLAYING TIPS 

Aih ^ a Snapped, as well some helpful hints on 
Nobutus. Plus the usual dose of Jon Worth 

45 ADVENTURE TRAIL 

Knight Ore presents a few problems, Like how do you get down ihat well? 

61 BREN DON KAVANAGH'S PBM MAILBOX 

An flmazrng preview of the 3rd astounding British PBM convention, wow! 

108 ROBIN CANDY’S SCORES 

Tha new section allowing anyone a Chance to appear in CRASH 



50 



84 



PHILIPPA IRVING’S FRONTLINE 

Blitzkrieg and Sorteror Lord provide a perfect opportunely for more Celtic 
comment 



CRASH READERS’ CHARTS 

Tha Top 30 returns, atong with your democratic votes on adventure and 
strategy games 

103 LUNAR JETMAN 
63 TECH NICHE 

Caita ' Ba,8S *"■ wl * — * 

109 PREVIEWS 

Tde software retailers' most hated section. But at feast we've some idea 
when they re coming out 

104 THE CLASSIFIEDS 

114 COMPETITION WINNERS 
34 KING GRUB 

(ahd the lemons) a reader’s artwork gets published 

112 ETAL 

114 CRASH COMMS 

for the phanqgenic 



DO IT YOURSELF 



FEATURES 




//} 



Be the envy of all your friends - show 



them you f ve got the top major hits from 
Hewson and they are all on one compila tion, | 
by authors that are simply, the best! 



Get it now - before your friends do! 



HITS FROM HEWSON 



ZYNAPSj 

by Dominic Robinson and John Cum ming 
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> EXOLON 



by Rafaetle Cecco 
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SPECTRUM 

Cassette £9.95 
“bisc £14.95* 

AMSTRAD 

Cassette £9.95 
Disc £14.95 j 

COMMODORE 



Cassette£9^95 
Disc £14,95 I 
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RANA-RAMA 

i Steve Turner 



Vi 



For M-nr Order send a cPieque-P.O lo Hewson 
Consultants Ltd Order by Credil Card by sending 
your Access- Bardaycarcs number, and enclose a 
: specimen signature Don't lorget To enclose your 
name and address 

Hewson, 56b Wilton Trading Estate, Abingdon, Oxon 0X14 4RX. 

Hewson Consultants Ltd 
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LOOKING 

AHEAD 



THERE'S something disorienting 
about January -it's suddenly easy 
to feet lost without a seasonal 
prop. Still, by the time you read th is 
It'll be well nigh Valentine's day 
and the round of gimmickry can 
resume. 

The games producers will be 
accused of gimmickry again th is 
year, as the rush of tie-ins 
accelerates. Some software 
houses - most egregiousty 
Gremlin Graphics and Piranha - 
are all but demoting themselves to 
tie-ins, it seems. And you’d hardly 



think the universe couJd take 
another master. 

But the top games this month 
are good old-fashioned state-of- 
the-art stuff - an eminently 
playable martial-arts challenge 
from System 3 in IK+, an exciting 
flight simulator from Firebird in 
Flying Shark anti a classically text- 
only adventure from Level 9 in 



Knight Ore. 
there’s 



i’s an interview with the 
minds behind Level 9 in the new- 
look Adventure Trail, too -and we 
hope you'll write to let us know 
how you find that section. 
(Signpost and Signstumps will 
return next month, when there’s 
space - and Lloyd has something 
defensive to say about space in 
the Forum , . . } 



HAPPY GNU 
YEAR 



Mew to CR ASH this month are one 
game-reviewer and two Staff 
Writers, Nathan Jones from 
Church Stretton developed an 
unhealthy attachment to 
Mirrorsoft 1 s Andy Capp soon after 
his arrival at the Towers, but we ll 
still lot hi m come in every Saturday 
For reeducation sessions. 

Gordon Houghton joi ns us as a 
Staff Writer from Blackburn in 
Lancashire, via three years at 



Oxford studying for joint honours 
rizontaJ scrolling and 



in horizo 



comparative arcade adventures, 
~ I lli 



And Mark Caswell, who's been 
contributing the odd comment for 
several months, joins that smell 
but intrepid band that roves from 
mag to mag. 



IN THE NEXT 
CRASH 



THERE’S SOLD IN 
THAT THAR MAG 



!t r s CRASH'S 50th issue - and to celebrate the golden 

anniversary there'll be 

MORE THAN £2,000 WORTH OF PRIZES 

and a 

16 -PAGE TECH NICHE SUPPLEMENT 

plus . . . 



■ FANZINE FILE 

■ HUN IT AGAIN 

■ THE CRASH CHALLENGE 

■ ON THE SCREEN 

■ PAGES AND PAGES OF TIPS AND REVIEWS 



It’s all In CRASH Issue 50, on sale Thursday February 25 



REVIEWS 



New year, new games 



SMASHED! 



B8 IK* 

Three heads are better than two with the latest martial-arts 
Smash 



45 KNIGHT ORC 

Level 9 s most interactive, complex and humourous adventure 
yet 



HOT SHOTS 
80% and ovc 



FLYING SHARK 

Graftgold flies into Firebird with a stunning 
simulation 



a -I INSIDE OUTING 



Have the time of your life in The Edge's 
creepy mansion 



1 1 



04 



SUPER HANG-ON 

Hold on tight for the ride of your life! 

TERRAMEX 

More monochrome adventures from the 
skies of Quicksilva 



FULL INDEX 



22 


fK-b Actlviston 


14 
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Inside Outing The Edge 


23 
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Knigtitmam Activision 


99 


18 


Masters Of The Universe 


98 




Gremlin Graphics 


27 
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Out Of This World fiaaklor 


19 


97 


Out Run US Gold 


28 


22 


Pro Goff ff Atlantis 




24 


Psyche Soldier Ocean 


96 


06 


Rampage Activision 


86 


13 


Ssiam under Konami 


24 


90 


Scruples Virgin Games 




36 


Street Hassle Melbourne 


90 




House 


12 


26 


Super Hang-On Activision 


14 


11 


Super Stuntman Code Masters 


20 


28 


Terramax Outcksllva 


87 


94 


Tour Da Force Gremlin 






Graphics 


12 


IS 


Writer Olympiad Tyne soft 


94 



Andy Capp Mi iror safl 



Clever & Smart Magic Bytes 



Compendium GrsmJin 
Graphics 

Parr Para it Virgin Games 
Oynatron Mission Masiartronic 



H Firebird 



Flntmp US Gold 
Flying Shark Firebird 
Galactic Games Activision 



Soccer Gremlin 



ADVERTISEMENT INDEX 

Activision 72-73, 30-31 

Amstrad 33.39 

Cambrian 44 

Casas Computer Simulations 5 



CRASH Hypermarket 
CRASH Mall Order 
CRASH Subscriptions 
PAH Games 
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Electronic Arts 
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Elite Systems 
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The Gamas Machine 
Gremlin Graphics 33, back cover 
Heweon a 

Imagine I6-1T 
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FOR THOSE 
OLYMPIC MOMENTS 



GELSOFTS Professional Adventure 
in CRASH Issue 40)is 
now available on +3 disk- 
ette r new releases for the new 
model, the first Spectrum with a built-in 
disk drtvo, include Rambird's flight 
simulation StargjitiefflX In Issue 36). 

And Kempston Data's £fl.&5 
Spectrum Joystick Interface has teen 
updated for +3-compahbi*ly 



PRISON 

FOR 

PIRATE 



A SOFTWARE PIRATE has teen sent 
to prison for 12 months, 29-yesr*okl 
Gerhard Martens of Torquay pleaded 
guilty to 14 different charges which 
included forgery and copyright 
infringement, 

Martens had been pirating business 
software but the Federation Against 
Software Theft hopes the sentence - 
the first tail term for a software pirate in 
Britain - wi H deter pirates of all kinds oF 
software 



AFTER getting the Spectrum sports 
scene fit with chart-topping 
compilation Game Set And Match, 
Ocean has jumped on the Olympic 
bandwagon with ABC Sports Winter 
Olympics - a £19,95 interactive VCR 
game 1 for two to six players. Ocean 
claims it's the first of its kind in Britain 
and points the software gjarrt toward 
CO games, 

Winter Olympics uses a board for 
play and a video for illustration - no 
computer - in a race through nine 
events from the real-life Winter Olympic 
Games, held this February In Calgary, 
Canada. Ocean Chairman David Ward 
describes it a$ a breakthrough in video 
board games, pointing out I hat tn 
previous games ‘the pictures on the 
screen had nothing to do with wtet s 
on the board - in them It's kind of 
coloured wallpaper'. 

flirt, says Ward, Winter Olympic - 
developed by California-based 
specialists Three Star Group - is 
different because you really play rather 
than just watch, ‘It's a halfway jump to 
an interactive laser disc. What it brings 
to She marketplace is the answer to 
psychologists' principal cnlkistn of TV 
- that it is a passive process, that you 
sit there and don't do anything about it. 1 

So In Winter Olympics you sit there 
through a ten-1 o-l ^-second clip from 
award-winning ABC Sports television 
coverage of past Winter Olympic 
Games, and then take your turn on the 
board, At the end of the clip a grid, of 
numbers appears on the screen, 
changing rapidly like the frame-counter 
on a video film, and when the player 
pauses the video it comes to rest with 
two numbers displayed - your pause 
button takes the place of dice, 

Those two numbers indicate points 
and spaces for each ot the three 
coloured trails - red, blue and green - 
or which players move across the 
board Depending on what colour he's 
on, the player takes the appropriate 
number of points for the sport he's just 
watched and moves the appropriate 
number of spaces. 

Each player accumulates points in 
every event and the game continues 
until all nine gold medals have been 
, won - the first player to get 500 points 
m an event and pass over the 
appropriate gol d space on the board 
wins that medal, the next takes the 
silver medal, the third the bronze 
medal Medals add to the final score. 



and the highest score when all gold, 
medals have been collected wins the 
■ game. 

The nine events are slalom, speed 
skating, Figure skating, cross-country 
skiing, downhill skiing, ski jumping, 
bobsled, hockey and luge (solo 
tobogganing). 

On passing over a medal space (or 
one of the 'snowflake spaces') you 
collect an Olympic Moment card, which 
can give you extra points or turns, make 
you miss a turn or take you via a ski lift 
to another oF the three traits - named 
after recent real-life Winter Olympics 
sites, Calgary, Sarajevo (in Yugoslavia) 

I and Lake Placid, {near New York). But 
disaster spa ces car5 break yewr skrs . . 

Ocean's Ward explains the new-style 
game's appeal: In the past VCR-based 
games were completely linear, with 
results that never varied. Once a tape 
was put together, there was no way to 
change it The only variables In first- 
generation VCR games came from the 
cards which players picked up. 

'But with this new technique, the 
video tape in effect changes each time 
the game is played. Unlike other games 
Winter Olympics MUST be played with 
the video tape, and will have a much 
longer playing lifespan simply because 
results are different each time.' 

Still, Winter Olympics Is a game of 
chance with very little strategy 
involved, and with good luck a single 
turn can earn you up to iG.OOO points, 
probably enough to win the game. (At 
the London launch, former Miss Great 
Britain Debbie Greenwood beat 
Canadian-bom David Jensen, presenter 
of ITVs music show Tte Roxy, 14. GOO 
to 1 1,000 in an hour-long match - 
commenting coyly 'I've never won 
anything before'!) 

Ocean hopes to attract computer- 
owners who recognise the software 
house's logo on the packaging. David 
Ward sees it as lamily entertainment, 
describing the TV as a focus of family 
life,a 'cool fire' to gather around in the 
evening, 

With Winter Olympics Ocean joins 
Gremlin Graphics in the move to board 
games - Gremlin plans more to follow 
its recent Gary Lineker Footballer Of 
The Kear. And the next interactive VCR 
game on Ocean's launch list is Ml$L 
Soccer Shootout, an mdoor-soccer 
game with over 150 video clips (IVi/rfe/ 
Olympics has some 180), scheduled for 
release in March or April. 



NOW IT'S 
BMX NINJA ! 

WHAT'S tn A NAME AT ALTERNATIVE 



NOTHING'S too alternative for 
Alternative Software, the budget label 
that's shot close to the top of the safes 
charts without all the noise of Code 
Masters and Mssterfronic. 

Ex-biologist boss Roger Hulley 
studied the Spectrum-owning animal 
and deduced that the title sells a 
budget game - so ivow he reckons BMX 
Area's sure to te a hit! 

'BMX games sell extremely well and 
martial-arts games sell extremely we II, ' 
explains Hulley, 'so we're putting the 
two together for BMX Ninja and it's 
going to be a monster. 

'The programmers are having a great 
time, all jumping up and down and 
saying 'Can I do that bit? Can I do that 

bur. 

► The name's the thSngi Alternative 
Software s Roger Hulley 
celebrates another 
Piranha rerelease 




‘We don't take ourselves loo 



seriously on the games, ' admits H ulley, 
whose Alternative label is just the tip of 
a software empire which also includes 
two distribution companies and a 
duplication outfit,. 



But there's more to sales than silly 
titles, he says - sometimes a subtle 
change can make all tte difference. 1 
That's why he renamed Martech's Uchi 
Mata for its £1.99 Alternative rerelease. 

J The name didn't click, so we put the 
sport first and our title is called Judo 
Uchi Mata, which really sells/ 

It's the same story with Piranha's 
Nosferato, one of many Piranha titles 
(including Trapdoor) which Alternative 
offers at budget price 
Hulteys calling it Tte Vampyre, 
Nosferatu - h we're de-emphasisingthe 
word ' N osf eratu ' because it doesn’t do 
anything for us,' 

Packaging packs 'em into the 
software shops, too, so Alternative 
often changes the covers of its 
rereleases - which include Moon 
Crests (Incentive) and Everyone's A 
Wally (Mikro-Genj and usually sell 
between 40.000 and 100,000 copies 
each. 

'We'd never believe in putting a 
product out without a screenshot. And 
tee idea is it must be seen to be good 
value for money. The proof of the 
pudding is in the eating and we re not 
going to sleep on out laurels.' [Mixing 
his metaphors he'll stretch to.] 
Alternative's sales expert, 
advertising man David Palmer, agrees. 
'The only way you sell a budget game is 
through your cover/ he stresses, 'Take 
a good, popular game, pul a strong 
illustration on it and watch it shoot into 
the charts. 

'But I've always fell that most 
software companies are very cynical 
toward their market - they trounce out 
this cartoony, babyish style to sell to 
what is essentially Adrian Mole. 

'Bui we sell to a very wise, albeit 
young, audience/ 

And the fans of Alternative's brightly- 
packaged rereleases and cheap, cheap 
compilations (three games lor £ 1 .99 on 
a Triple Decker) will soon wise up to 
what’s in a BMX ninja game, 
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GREAT NEW AGGIE 
BUYS AT GREAT NEW 
I AGGIE PRICES 

up to 20% off FULL-PRICE games 

inducing p&pl 



(Kt System 3 £7.99 cassette {was £9.99) 

KNIGHT ORC Rainbird £1 1 .95 cassette (was £14,95) 



BUDGET BREAKS 



Buy THREE £ 1 .99 games 
and GET ONE El. 99 
gamp FREE! 



£1.99 GAMES 

AGEHTXHMttt&trom 
ffl SIMULA TOR code Masters 
DEVIANTS Players 

rUJTYCntip 

FRUIT mCWNE SIMULATOR Cods Masters 
GflffiWMN Top Tenths 
PARK PATROL Firebird Silver 
RENTAKlLL RITA Mastertronc 
flICOCHET Firebird Silver 
HIDING THE RAPIDS Players 
$r4flfil0rFireti!nrt Silver 
XAtfTHIUS Players 



Buy THREE £ 2,99 games 
and GET OtiE £ 2,99 
gams FREE! 

Take your pick from the 
budget bundle 

£2.99 GAMES 

anarchyk&w 

DRAUGHTS GENIUS Rack- II 
LAZBR wheel ma.d. 

LEVEL Aft 
JW0TOSMAD. 

OCEAN CONQUEROR Rack tt 
SARACEN Americana 
U.CM MAD. 

WAR CARS Firebird Silver 



I PLEASE NOTE: Uhl-s offsr m only to 

I ih* dlsoDunts cloiiiilud above; giber 
1 $»c«fnte KUdh #5 CRASH aubsentuire ' 
I eflra tfisccmmts end Ihi normal CRASH 
| Moil Odor bulk-boymy Unmounts do not 
PPV Ed gamei 10I4 Ihiough this 0H«r. 

Tha Ba" 1 ** Above wku r^wwed In 



issun 43, 44, 45, «, 47 and 4B Of CRASH, 
and moat are avail able, Uil CRASH cannot 
guarantee that ttisy *ns ready ye| If In 

deuhl give AHflifrtaliaa-CBrQE Wni*y] a ring 
on |0SS4] S65W \a find out whatfWi- tha delay 
wiM bo kmyer than 26 days- 



AND THEN THERE’S . . . 

4CE*Caswde Games C7.2D |4BK|. C7.9& n29K) 

Airif W5 fU$ VEDSlONf Electric Dreams £7.99 
ANDY CAPPNit<xwK 7 95 
4 THEM Gees* £6.40 
BALLRREAKERCMAQ 
BLOCKBUSTERS TV Games ft 40 
SMVf SWWUS GWJte iD 
streeteeciflBLfFrsitur.atfiAO 
CALIFORNIA GAMES ' JS Gold E640 
CLEVER A StmWm S>ies 
C0MPEWiUMCw-<n E&40 
DAN DADE tfVr^n Games £6.40 
DEATH Oft QLQRYCflL £7.20 
OEiFtEkTCWGrBrilin Gravies ES.40 
£WWH £ R Iht&niive £1195 cassette. £1 4,40 dc* 
fltfi^WFirBbfd£8.40 
fYEPnsnvC7,95 

FIRETRAPZ\e~J.r£ brawns E7.&9 

F£MWGSHAflKFite&rd£6 40 

GALACTIC GAMES AO^n £ 7 99 

OAR Y LINEKER'S SUPER STAR SOCCER £6,40 

GAUNTLET tfUS Gdd£6 40 

CftJ20ft0ce^i£f,C 

Ctww Micros C7.M cassetted 0.40 frsk 
KSTEfiM, Software Projects £6 40 
INDIANA JONES U5 Gold £6 40 

INSIDE OUTING 7h* Com £7Jfl I 

JACK THE NIPPER II IN COCONUT CAPERS GrwnM (Vaphcs £640 
JACK THE flWPfPCRL £7.20 
fCtff£JffTW4flfAc'iMisiQn£7.99 
MASTERS Of THE UNIVERSE - THE Grerrtn Graphs £640 

MASKUGr Efn:n Graphics £6.40 

MERCENARY Hr.w,. ,-^7.^, 

Wr$7Eflr OF THE NILE Frebird ft-40 
NFBDttfSHewsonE*40 
OUT OF THIS weWlflffeiklot £7.20 
oiyrfiiiwuSGiUdM 
PHANTOM CLUB town ft 40 
PSYCHO SOLDIER 0 wan E6.40 
K4MF4GfAt1hi$ion £7.99 
J?YG4flUSGo« ES 40 
SAUmNOERKorw-ttM 
SCRUPLES Vipot Garws £7 .95 cassette. £1 1 .95 drek 
SWEET HAS&E*Mbw™; House £6.40 
Sa*It»Uflnft)giwnwC7.B5 
5WfMfl$0[]m&*£7.M 
SUPER HANG-ON Acb'swn V 99 
SUPERSPRINT Ac liwMn £7.95 
THWWAHETO.ncKalva ft.40 
THUNOERCATS Bite £6.40 
THONDERCEPTOIVFAST TV' FURlOUS&y £0.40 
TOUR Pf njffCt&emlin £5.40 
THAVrOft - TWf LAST STQRMTRQQRER GO! £640 
WINTER OtYMPIAOTvmwn £6.40 
l YtZBAU Ocean 6&4fl 
JTEC0!rOflAC££6.4O 
JfCWLoootrcn £6,40 
YES PRIME MINISTER MDs* £T 1 .95 
YQGi BEAD Pr.&rfta £7.95 



SPECIAL DISCOUNT OFFER 

I would like to order the following gamete} as they're at such fab and 
groovy prices thanks to Aggie's sudden burst of generosity. IVe (i&ted 
below what I would like and I've enclosed a cheque or postal 1 order for 
Ihe correct amount, made payable tg NEWSFIELD LIMITED. 

Prtees include postage, packing and VAT in the UK. Overseas Orders: 
please add El .00 per order for Europe, and El. 50 (normal mail} or £2.50 
fair mail) per order for all other countries. 

Na ™ I ? B4a 

Address — .. 



FULL-PRICE GAMES 


TITLE 


PRICE 


RUBfiLt B oBQ Lf: 


b uO 











SUBTOTAL E b~T0i 



Postcode . 



PLEASE DEBIT MV VISA/ ACCESS ACCOUNT C 



l wish Id pay by Visa/ Access (Oelele a? ap^ic^blbf 


SigirsturG 


















EKpiry Dale 


FMoaie Charge My Account No 














1 



















MAIL ORDER, PO BOX 20, LUDLOW, 
SHROPSHIRE SYS 1DB 



BUDGET GAMES 




TITLE 


PRICE 
















SUBTOTAL C £ 


FREE BUDGET GAMES 
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P&P included 


TOTAL - 

PAYMENT . , 

ENCLOSED C & & 0 





NOW AVAILABLE FOR 
THI SPECTRUM AND AM ST RAD 

Just Took whai they said about the 
Commodore version: 

C a VG HIT 

"If you cringe every time all f/iose 
superlatives are rotted out tor each 
successive genuine arcade action blast ’em 
up sensation, buy Mega and throw away 
your dictionary " 

GAMES MACHINE 

H . . addictive, highly polished and very tost " 

COMMODORE USER 

" , a shoot 'em up for the professional marksman, " 

I CC1 (Arcade Game or the ar) 

/ " . . simply me best shooVem up I've played, " 

j ZZAP 

j j * a shoot'em up par excellence ~ watch out for it 

DONTMJSSIT! 

123 Cassette £8 99 
i Disc £14 99 



Amstrad CPC Cassette £9,99 
Amstrad CPC Disc £14 99 



Spectrum 
Spec bum 



mcirtech 



Martecn is the registered trade mark of Marine hi Games Limited, 

Martech House, Bay Terrace, Pevensey Bay, East Sussex BN24 6EE 

TRADE ENQUIRIES WELCOME, PHONE (0323) 763456 TELEX: B 78373 Martec G 




SUPER HANG-ON 



Producer: Electric Dreams 

Retail price: £9.99 

Authors: Chris Wood and ZZKJ, from a Sega coin -op 



any remaining time carried over. 
Each successive track asks more 
of the rider,, daring him to go faster 
and to take more chances before 
the ever-lowering time limit is 
reached. 

It you successfully ride the six 
tracks of Africa, you and your 
machine are transferred to Asia 
{ten stages), then to America (14 
stages), and finally to Europe with 



its 10 tracks. Each new continent 
is a greater test of skill than the 
last, with points building up as you 
wheel ie your way around the 
world. 

After all this, if you feel your bike 
lacks a little something, you can 
pep up its capabilities by 
increasing the sensitivity of its 
handling - and off you go once 
morn- 






Presentation 87% 

Graphics 06% 

Playability 76% 

Addictive qualities 85% 

OVERALL 85% 



W hen you had that Raleigh 
with stabiliser wheels, 
no-one would have 
thought you’d come to this - 
crouched over a racing motorbike 
with wheels about to lay rubber 
across four continents. 

You wait at the race's start line, 
cool, calm and collected, 
Suddenly the jostling group of 
bikies that surrounds you is away, 
scorching off into the distance. 
You accelerate after them, 
watching closely the speedo at the 
lop of the screen. When the crucial 
figure of 280 kph is reached, the 
bike’s turbo kicks in. Then you 
begin to eat up the other riders as 
if they were on punctured 
tricycles. 

You're loath to ease off the 
throttte, knowing that to do so 
costs you valuable time, but 
sometimes the situation demands 
sharp braking. The bike can use all 
of the road, switching from side to 
side to avoid the other bikes and 
apex through the bends of the 
track. 

If your steering isn't all that it 
might be and you touch another 
rider, or slip off the main track, 
speed 1$ lost - and that means 
valuable time is gone too. And you 
can t do anything about riders who 
strike you as they come burning 
through, losing you yet more 



The dock ticks away all too fast 
at the head of the screen. Flash 
beneath the finish gantry before 
that zero second arrives, and 
you're on to the next stage with 



J PAUL L 



!i After seeing US Gold/Epyx’s appalling Super Cyde l was afraid 
Super Hang-On might be another such arcade great ruined by 
thoughtlessness. But though it's certainly not up to the standards 
of Endura Racer, it's an incredible achievement. 

The front end offers a cleverly-constructed array of options, 
though 1 found only one combination useful: high sensitivity with 
attributes off. And once you find the right settings the game is a 
joy, both playable and addictive. 

The level a of difficulty are just right; it's pretty easy to finish the 
first two African tracks in your first session, but to get any further 
requires perseverance and restrained use of the turbo. 

If you've been looking forward to Super Hang-On you won't be 
disappointed. iP 



" The chance to set your 
bike's response does a lotfor 
Super Hang-On - you can rtda 
ilka you went to. And though 
there ere set angles for 
taking comers, that makes It 
easier to assess how to 
tackle each one. The major 
problem I had was with 
drunken drivers cutting me 

i in ’* 



COMMENTS / 

Joysticks; Cursor, Kempston, 
Sinclair 

Graphics: large detailed bikes, 
with jerky but fast animation 
Sound: super biking affects 
Options: to colour or not to 
colour, that is the question . . . 
plus three levels of control 
response 

General rating: not quite up to 
Enduro Racer, but a superb 
and challenging coln-op 
conversion 



seconds. 

Worse still, should you make 
contact with one of the wayside 
features, an advertising hoarding, 
a tree or a pile of boulders, you 
have a wipeout on your hands and 
the bike is destroyed. No serious 
injury is involved and you are 
quickly on a spare, but now time is 
even ttghtec 



j NICK L 



" Super Hang-On could easily 
be called Enduro Racer II - 1 

find hardly any 
Riding a road 
than a dirt bike 
game 



in Enduro 

mrsa that cause s 
some attribute problems, but 
the extra reality is worth it If 
you a Iready own End uro 
Racer there’s no point in 
getting this, but it's worth a 
look if you're shopping for a 
motorbike slm. " 
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GARY LINEKER’S 
SUPERSTAR SOCCER 



Producer: Gremlin 
Graphics 
Retail price: £7.99 
Author: Chris Kerry 

I n direct competition with 
Ocean s Matchday It comes 
Gremlin’s latest big-name 
licence, Gary Uneker‘$ Superstar 
Soccer. Similar to Mr Pitman's 
game, this gives the player the 
dual aspects of management and 



real playing action, but 
approaches them quite differently. 

Hie game i s structured into tour 
divisions of sixteen teams, with the 
player' steam starting in the fourth, 
playing both league and cup 
games. Any of the four division 
tables can be examined, as well as 
a teams’ statistics, set-up and list 
of players. 

► Cameron's rooting for local 

Hereford . . . 




When the player starts a match, 
he can change the control of the 
coach, centre forward and goalie 
to human or computer. If all three 
ere set to computer control, the 
player can elect not to watch the 
match, but just let the computer 
workout the result, 

The player only has one 
footballer to control for the whole 
match - the computer follows the 
action on the ball, which means 
that the player's centre can be a 
long way off screen. When the 
player has the ball, he can either 
pass, by holding the joystick 
towards a player and tapping the 
button, or shoot, by holding down 
the button. 

A knock-out league 



cop 



Snick l_ 



” What has happened to the 
software industry? There are 
more football games on the 
market than I've had hot 
dinners - and that's saying 
something! Unfortunately 
Gary Lineker's Superstar 
Soccer holds nothing new 
The game isn't very well laid 
out, and the options menu is 
cluttered with text The 
playing screen isn't any 
better, with poorly animated 
and difficult-to-see 

footballers running around 
the garish pitch. Gary 
Lineker's Superstar Soccer Is 
a sort of cross between 
Football Director and 
Metchday II - but hasn't the 
flair or playability of either. " 
54% 



competition is also held during the 
season, giving the player a chance 
to go for a trophy as weli as the 
league title, 



JbymL 



11 Mot having control over the whole teem is strange - you can't 
even tell which player is under your control, making the action 
hard to follow, especially when you’re at one end of the pitch and 
the ball is at the other! It also means that you have a much leas 
significant part in the game - in Matchday II you have a feeling of 
complete control and are able to set up moves how you want to. 
In the light of Matchday II, Gary Lineker’s Superstar Football Is a 
very poor offering - 1 know which one I’d rather buy , 

33% 




Producer: Endurance 
Games 

Retail price: £9.95 cassette 
Authors: Kerry Kevill, Iris 
Luttring and Billy 
Barry 

T he computer version of Eye 
follows the structure and 
content of the board gams, 
but provides computer opponents 
to pit your wits against, 

The action is played on a 1 board’ 
of 32 coloured sections, formed by 
two opposing sets of spirals lying 
within a circle. Rotating the spirals 
creates a shifting moire pattern 

, fi PAUL 



JbymI 

f ' Eye Is a completely new 
concept, but once mastered, 
there's little to keep you 
playing. The computer 
opponents are quite 
challenging, but overall I 
found that the game play was 
rather samey, and lacked any 
excitement or thrills. Playing 
the game with a couple of 
human opponents Is fun, but 
f wouldn't recommend the 
computer version of Eye if 
you’re likely to be playing It 
on your own. w 

43% 



and causes different coloured 
sections to appear in one of four 
set patterns, 

To win the game, a player must 
place a specified number of 



41 If anything, Eye improves on the original board game,, but as 
far as I'm concerned, the programmers have made the best of a 
bad job - the board game is nothing to write home about. What 
makes Eye so uni Ike able 1$ the lack of variety - there's only a few 
things to do and most of the time is spent waiting for the 
computer to take its turn. There are plenty of good computer 
board game interpretations on the Spectrum - but I'm afraid Eye 
isn't one of them. ” 



mike l 

“ I’ve played the board game a couple of times and, to be quite 
honest, can’t say that I found it particularly enjoyable. The 
computer version plays very similarly, and offers little more than 
some computer opponents. The gameplay Isn’t much fun, and 
after a couple of sessions I grew increasingly bored. Eye is 
beautifully packaged, but is very overpriced for what it offers, If 
you really want to play Eye# buy the board game. ” 

48% 



counters in the corresponding 
colour sections on the board. The 
number of coun ters used depends 
upon the number of players, and 
the program accounts for between 



one and four participants, either 
human or electronic. 

► Something's gone ofl colour in the 
mind's Eye 




) 



12 CRASH February 1988 



48% 






, I ROBIN I 

11 Gary Lineker s Superstar 
Soccer Is very much in the 
vein of Football Manager. 

Managing a football team 
and guiding it to the top of 
the league does have its 
appeal, but I prefer to control 
the action on the field rather 
than off it The graphics are 
barely average, with very 
little to make them stand out. 
On the whole this Is a good 
football management game, 
but Match-day II is still the 
definitive football game as 
far as I'm concerned. " 

67% 

— — J 

I COMMENTS l 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: Cluttered text on 
the options screen, and poor 
during a game 
Sound: lacking 
Options: extensive menu 
system, with plenty of on- 
screen information 
General rating: a 
disappointing football game 
which falls far short of its 
potential 



Presentation 


50% 


Graphics 


44% 


Playability 


47% 


Addictive qualities 


44% 


OVERALL 


52% 




/comments ! 



Joysticks: Cursor. Kempston, 
Sinclair 

Graphics: a dear 
representation of the board 
gam© 

Sound: simple spot effects 
and title tune 

Options; definable keys and 1- 
4 players option 
General rating: an average 
conversion of a none-too- 
impressive board game 



Presentation 


71% 


Graphics 


56% 


Playability 


48% 


Addictive qualities 


49% 


OVERALL 


50% 




Producer: Activision 
Retail price: £9.99 
Authors: Bob Pape 

I n yet another big licensing deal, 
Activision have bought the cult 
arcade game Rampage to the 
home computer market. 

Between one and three players 
take the part of mutated monsters 
George, Lizzie or Ralph, as they 
set about destroying a city full of 
buildings. 



inflicted, it collapses in a cloud of 
dust. 

All three monsters have damage 
meters, which are decreased 
every time they're hit by hail of 
bullets from army helicopters and 
tanks, or stay on a collapsing 
building. An entirely diminished 
damage meter has fetal 
consequences. 

To supplement their energy, the 
monsters collect a wide variety of 
edible objects In the windows of 
buildings, and protect themselves 
by smashing the army vehicles 
that fire at them. 

The game ends once all three 
monsters have returned to their 
human alter-egos. 



Jbymi 



u Although Activision have 
successfully included the 
three player option in this 
conversion, things get 
cramped both on and off 
screen. To be honest, I find 
the gameplay rather dull - 
there's no chance of 
annihilating the armed 
forces, and consequently 
Rampage jest becomes a 
race to find good food, with 
nothing to do except avoid 
crumbling buildings. The 
action gets dull quite quickly, 
and even with a couple of 
other players to spice things 
up, there's little to keep you 
playing, ” 



The monsters are initially 
dropped onto the screen, and are 
confronted by several buildings, 
all of which are destroyed to 
advance to the next level. This is 
achieved by climbing up the sides 
of buildings, and either smashing 
out the windows, or knocking 
holes in the side. Once enough 
structural damage has been 



J mike L 



“ Rampage is a pretty jolly game, and boasts some very bright 
graphics. Some of the screens are very attractive (as attractive 
as half a dozen multi-storey buildings can be, I suppose} and the 
characters are greet. The game play appeals to my vandal and 
sadistic instincts, end going around smashing whole buildings 
down and eating people is highly enjoyable. Then there's the 
extra fun of being buried under rubble . , „ However, the 
gameplay lacks variety and consequently I doubt its long-term 
appeal. " 

%2% 



► A beauty of a beast 



J NICK L 



" Graphically, Rampage Is 

really good - skyscrapers, 
roads, railway tracks and 
trees are all excellently 
drawn, and the backdrops 
are great, with pylons and 
transmitters to add to the 
realism. The basic idea is one 
of chaos - you have to bite 
and punch pieces out of the 
buildings and cat passing 
cars. The monsters are all as 
violent as each other, which 
can cause a problem when 
one turns against you! In 
some of the windows of 
buildings there are tittle 
people which give you extra 
energy if you eat them! I 
thoroughly enjoyed playing 
Rampage, and with an extra 
player or two K becomes 
even more fun - smashing I " 
B0% 




/ COMMENTS [ 

Joysticks; Cursor, Kempston. 
Sinclair 

I Graphics: large, intricately- 
detailed monsters with 
colourful backgrounds 
Sound: stomping and bashing 
effects only 
Options: 1 - 3 players 
General rating; a competent 
conversion that should appeal 
to fans of the original 



Presentation 


76% 


Graphics 


73'% 


Playability 


67%, , 


Addictive quatitfes 


• 65% 


OVERALL 


60% 
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Presentation 


75% 


Graphics 


00% 


Playability 


77% 


Addictive qualities 


78% 


OVERALL 


78% 



► Women and dogs first 



/ COMMENTS l 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: great- well drawn 
and smooth, although some of 
the Characters are occasionally 
difficult to see 

Sound; jolly title screen ditty 
and Jingles, but very l imited in- 
game sound effects 
Options: definable keys 
General rating: a competent 
and addictive conversion of a 
novel arcade machine 



I PAUL / 

" Electric Dreams have been 
a bit quiet of lata and It's 
good to see them come back 
with some new games - 
Nihilist last issue and now 
Firetrap* The screen display 
has been planned just right - 
there's not too much visible, 
but just enough to give you a 
(fire)' fighting chance. What 
impressed me most was the 
vast about of detailed 
graphics being moved 
around the screen very 
quickly and smoothly. 
Everything about Firetrap is 
slick, and to cap it all the 
gameplay Is very addictive! " 



► Slop the home fires burning In 
Electric Dreams' s slick, addictive 

Firetrap 

character falls several stories and 
loses a life. The game ends when 
all his five lives are lost. 



FIRETRAP 

Producer: Electric Dreams 
Retail price: £9.99 

Authors: Source, from a Data East coin -op 



T here's a burning skyscraper 
down on Arcadeville's main 
street, and the fire is 
spreading to the neighbouring 
blocks. 

The player takes control of a 
firefighter who is sent to put out 
the blaze. The hero starts at the 
base of the first tower equipped 
only with a fire-resistant suit, jet- 
pack and water cannon, and 
climbs up the vertically scrolling 
building. 

Women and dogs are trapped in 
the conflagration, and are rescued 
when touched, the hero supplying 
them with a parachute so they may 
float to safety. He also 
extinguishes fires with his cannon, 
revealing either a cash bonus or a 
bonus icon. These endow him with 
the ability to fire horizontally, 
giving added protection, or initiate 
his jet- pack, blasting him up the 
building and saving precious time. 

As he climbs, the fireman avoids 
a continuous stream of debris that 
rains down on him, and negotiates 
impassable areas such as 



I NICK I 

11 Firetrap seems simple and 
boring to begin with, but 
further investigation proves 
this wrong. The graphics are 
adequate, with some cute 
touches like the little dogs 
(ahl) that have to be rescued 
and sent down to the ground 
on a parachute. The only 
thing that I didn't like about 
the game la the lack of variety 
- to me the only difference 
between tower blocks was 
their colour, and that the fire 
gets more severe on higher 
levels. Firetrap la a fun 
change from the usual 
violence or aliens, but may 
become a little tedious after 
a few towers have bean 
extinguished. * r 

71 % 



flagpoles and smooth patches that 
give no grip, Should he be hit by an 
object or touch any fire; the 



... MIKE L 

“ I've got to give it to Data East - they've come up with a vary 
novel ZD game. The gameplay isn't the fastest I've ever played, 
but If provides a challenge and is fairly addictive. The graphics 
are very well drawn and the characters detailed and clear. But 
there is one snag - the fire chief and the falling objects tend to 
blend into the building* which can make things difficult on higher 
levels, tf you're after an unusual and enjoyable game - look up 
Firetrap. ” 

77 % 



14 CRASH February 1988 




TE TJIIS 



A MEW WORLD FROM RUSSIA 



one of tfte all time computer classics unbelievably 
addictive . it 's perfectly simple and simply perfect, 94% Zzap 64 

Available on Commodore 64:1 28 Tape and Disk Spectrum Tape and Disc 
Amstrad CPC Tape and Disk Amstrad PCW Tape and Disk BBC Eleelron Tape 
and Disc MSX Tape A(ari ST Disk Amiga Disk IBM PC and Compatables 



Published by Mi rForsofUtd Aihene House 66-73 Shop 
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...the Warrior King, 1 

The latest hat coin- op from Tai to 

Lands that produce men of 
legend, dragon slayers, liein his shadow 
guardians of evil fear his fire spewing sword. 
the a*e he weilds as swift as lightning. State of the art programming 
makes a true simulation of the Arcade hit for your home micro. Enjoy superb ^ 
graphics and realistic action as RASTAN takes on a world of dangers -magical 
wizards, fire breathing lions, bats, snakes, skeletons and finally the living dead 
is It more than you can handle? 



in the knife-edge 
world of the vigilante there 
is no place to rest, no time to 
think - but look sharp - there is 
always time to die’ From the city 
subways to the gangland ghettos you 
will always encounter the disciples of evil 
whose mission it is to exterminate the only 
man on earth who dares to throw down the 
gauntlet in their path - the Renegade. A 
breathtaking conversion of the arcade hit by 
Taito now for your home computer. With ail 
the original play features, 

PLAY RENEGADE PLAY MEAN! 



ALL GAMES AVAILABLE FOR: 

SPECTRUM COMMODORE AMSTRAD 

7.95 ea. 8.95 ea. 8.95 ea 

CASSETTE 
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More arcade 
magic from the 
SNK label. Psycho 
soldier Is tipped for the 
top as her thirst for action 
and adventure takes her to even 



jjr Having survived the 

bloodsucking monsters of the first 
phase, you progress on to the actual 
Road itself. 

j&T This is where the fun really begins. Vou will meet 
W vampires, two and three headed monsters - the 
r head will fiy at you on its own, just when you think you 
are gaining the upper hand. 

Collect kons to bulk! up the firepower necessary to fight 
off your aggressors. 

Action and excitement all the way with this 
mac abre and unusual game ; which has that 
elusive extra somethi ng to keep you 
coming back for more. 



ALL GAMES AVAILABLE FOR: 

COMMODORE SPECTRUM &AMSTR AD 

12.95 ea. 14.95 ea. 
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Producer: Gremlin 
Graphics 
Retail price: £7.99 
Author: Tim Miller 

cross the continents of the 
* world you flash on your 
. cie made for one. Bom 
in the air, head down, you pedal 
over a variety of courses, 
competing against the clock and 
ten other competitors in your race. 

But this cycling extravaganza is 
not just a simple matter of athletic 
prowess and saddle soreness - 
the course is full of obstructions 
and unsportsmanlike people who 
want you and your bike upended 
and temporarily out of the race. 
From the road s surface pop 
barriers and obtrusive posts: 



colled snakes strike: squat sumo 
wrestlers block the highway and 
groups of thugs shuffle from 
roadside to roadside. 

Ramps also obstruct the way 
ahead, but these can be used to 
leap over obstacles and ahead of 
the competition, 

If you have three crashes (each 
is indicated by a nifty piece of 
advertising for a well-known 
national computer magazine) 
you're out of the race for good. 

Your position is shown on a map 
below the main, honzontally- 
sc rolling course screen. And your 
placing is vital, for only by winning 
a stage of the race can you move 
on to the next, held in a far distant 
country. 

So you must concentrate on 
speed, avoid the obstacles - and 



Jpaul L 



This, makes e pleasant change from the usual arcade 
adventures and beat/ehoot- T em-ups that have appeared on the 
Spectrum lately - and tt*i also a good game. Though it’s not a 
direct tie-in with the Tour Do France, Tour Da Force has all the 
features of the real-life race (apart from the dulcet tones of 
Channel 4 commentator Phil Ligget): people ail over the road, 
Coke bottles end even maniac cyclists who try and kick yog off 
your bike. The realism gets confusing when your rider is tost 
among the crowd of other bikes, though. Sound is used well - the 
different countries where you race are identified by national 
tunes - and it's good to see Gremlin Graphics diversifying from 
the usual genres with this delightfully playable game. 

7*% 



► Pedal power: Tour De Force 



abandon the few moral scruples 
that you have by taking other 
riders off with some choice 
jostling. 



But bike racing is hot and thirsty 
work. To finish the race on a bike 
rather than a stretcher you 11 have 
to take on drinks by directing the 
bike through the bottles. glasses 
and casks that stand on the 
tarmac. 



J MIKE ! 



“Tour De Force Is like a jazzed -up full-price version of 
Mastertronic's Milk Race, but the jazzing up hasn't added to the 
playability. The first level of Tour De Force is difficult, and the start 
is confusing; it takes quits a few seconds to work out which of 
tits 11 riders is you. There's not much gamspfay to keep you 
going beyond the start fine, either. H 

53% 



► 'Humorous and detailed graphics on a fast-scrolling road' 



KNIGHTMARE 



More information is available 
from two oracles - but one is 
helpful and the other is malicious. 
And because it's not a detective 
game, you cannot cross -question 



them about their replies. 

If the knight survives long 
enough, he can gather Merlin's 
Magic. There are many spells, and 
only by trial and error can you find 



Producer: Aeti vision 
Retail price: £9.99 

Authors: MD Software, JP Dean, EM Dean and Focus 
Creative Enterprises 



K nightmare is a TV licence 
wrth a difference, based on 
the ITV/Anglia TV series 
which starred school -age role- 
players in a fantasy castle of 
computer graphics. In the 
Activision game, a sad distressed 
knight has been cast through time 
and space to a place he does not 
know, and he must survive. 

He can ask things, look, dig and 
even drink, selecting commands 
and responses to other 



characters' suggestions from a 
multiple-choice set. 

As the knight progresses 
through these dank dungeon 
rooms, he encounters people, and 
there are beasts who can help him 
by answering his questions, Like 
him, they talk in speech bubbles. 
But he will also encounter goblins, 
snakes, and bats 
A burning candle at the side of 
the screen shows how much life 
the knight has left. 



Jpaul 

“ Knightmare Is very complex* ami though moot of the actions 
you must take make sense, whan you have to repeat things It 
gets monotonous. Visually Knigbtnwe is very attractive, with the 
individuals detailed and accurately drawn - and the oracles have 
a very commanding appearance. The main fault of Knightmare is 
that It's very* very Hard - end will prove a great challenge to the 
most capable adventurers, 11 

77% 



! BEN l 

" This one’s a toughie - ft took me ages to gat out of the first two 
screens. Knightmare has great graphics but the pace is a little too 
fast. Though the word commands are difficult to use at first they 
soon become easier, and very fast. Still, Knightmare will take a 
long time to master - which may or may not be a 
recommendation. " 

60% 




► A hard day's knight in Knightmare 
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I bym [ 

'* Tour De Force uses portrait 
graphics where plan -view 
splodges could have been 
expected -but there still isn't 
enough displayed on each 
screen for you to avoid 
certain objects. You have to 
memorise the course, or go 
too slowly to get a 
reasonable finishing 

position. Still, there's 
something about collision 
with stationary obstacles 
that just boosts the 
addictiveness. 11 



56% 





A countdown at the bottom of 
the screen shows how you're 
doing for time. 

1 COMMENTS L 

Joysticks; Kempston, Sinclair 
Graphics: humorous and 
detailed monochrome 
graphics (avoiding clash) on a 
fast-scrolling road 
Sound: national tunes for each 
country, with crash'n'bang in- 
game effects 

General rating; original and 
addictive gameplay 











IbymL 

" A nightmare indeed - 
there’s one correct response 
to every situation, no 
variation is permitted, and 
the system of Knight mare 
soon gets too dictatorial . 11 
48% 



oirt what they do. One squashes 
the nasties, but not all are so 
useful; if things get really 
desperate, resort to hurling bricks 
at the goblins. 



COMMENTS l 

Joysticks: Kempston, Sinclair 
Graphics: book-like 
presentation, ‘turning pages' 
Irom one screen to the next , 
using isometric views of 
monochromatic rooms 
Sound: uninteresting 
General rating: beautifully 
presented, but too difficult to 
reward most players 



Presentation 
Graphics 
Playability 
Addictive qualities 

OVERALL 



CLEVER & SMART 



Producer: Magic Bytes 
Retail price: £8.99 

Authors: Volker Marohn, Olaf Marohn and Holger 
Ahrens 



lever and Smart are two 
■ —German cartoon 

characters now on the 
Spectrum screen - a pair of private 
eyes, complementing one another 
with their multifarious talents. 
Clever is master of disguise and 
can slip into something a little 
more unrecognisable to complete 
his investigations. Smart, his ever- 
present chum, is the intellectual of 
the two. 



they find of interest. There are 
numerous flats, restaurants, 
shops, the kindergarten, a prison, 
and phone boxes which can pass 
on useful messages. 

Clever and Smart get paid in 
advance, so they have money To 
purchase useful things and eat out 
in restaurants (hunger is an ever- 
present problem}. The money 
won't last long, but they can live 
on the edge of the law, enter a flat 




In this licence released by Magic 
Bytes, one of Ahplasofts many 
new labels, Cr Baclerius has been 
kidnapped, and the two have been 
hired to find him. 

You start off in the streets of a 
town, Thera Clever and Smart can 
move among the buildings, 
investigating and entering those 



w -a 



and steal a chequebook, forging 
the owner's signature to draw 
more cash. 

But there are hazards on the 
street, such as killer cars and the 
occasional bomb. 

Roaming around the town may 
produce valuable clues, but going 
underground may be even more 



Cfever & Smart neither 




worthwhile. Enter the sewer 
system, locate the telephone 
cables, and Clever and Smart can 
start listening to telephone 
conversations. Like any other 
sewer, this one has rats, and 
contact with rats makes the two 
heroes hungry (if not logical). They 
can deter rats by wearing rat suits, 
but if the cat comes they've got 
real problems. 

Locating a kidnap victim is hard 
enough at the best of times, and 
what with hunger, stolen 
chequebooks, sewers, and 
remembering the names of 
atf Aholasoft's labels (whatever 
happened to Viz Design?), Clever 
and Smart have a lot to contend 
with. 



CRITICISM 



J 



• ,J Ciever & Smart is one of the 
weirdest games I've had the 
misfortune to play recently. It’s 
difficult to get into, because the 
documentation is so bad, and 
once you do work out what 1 s going 
on it’s boring. The nioe title is 
about all that Clever & Smart has 
got going for it - and that's a 
shame because the idea is fairly 
sound, albeit not original. " 

sew tr% 

• " Clever & Smart is weird - it 
takes a while to work out what's 
going on and I’m not sure the 
effort is worth ft The graphics 
are colourful hut on the whole 
very simplistic, and the 
animation of the two characters 
is unrealistic, though the sound 
is effective. Clever & Smart Isn't 
too hard, but it's boring. *■ 

44% 



• “ If you're a maze- minded 
maniac this is for you. Clever & 
Smart is totafiy maze-oriented, so 
it isn't Bym -compatible. and the 
hyperactive characters don T add 
any the enjoyment, i would find 
grovelling around in real sewers 
much more exciting than trying to 
take bearings on the blank wails in 
this game. 

BYM 65% 



COMMENTS 



J 



Joysticks; Cursor, Kempston, 
Sinclair 

Graphics: large, colourful and 
simplistic graphics 
Sound: no music but effective 
spot FX 

General rating: an odd and rather 
boring game, licensed from 
German cartoon characters 
whose twee humour may not 
appeal to the British market 



Presentation 


58% 


Graphics 


47% 


Playability 


42% 


Addictive qualities 


28% 


OVERALL 


45% 
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► ' Another great shoot- em-u p 1 : flying Shark 



l PAUL i 

" Authors Gumming and flobf nson must have rattled this one off 
at a fair pace! It seems like only yesterday that these two were 
coming out with ‘original 1 games at Hewson. They may have lost 
their originality at Firebird, but theyVe still come out with a 
superbly playable and terribly addictive game. The action is fast 
and the graphics attractive, and the only thing lacking is a decent 
tune. The Graftgold/Fjrebird combination seems fo have worked 
very well here ! Tl 

flS% 



[pave 

" IVe never seen the arcade 
game, but if this conversion 
is any thing to go by T the coin- 
op must be something 
special. Firebird have put 
together a marvellous game, 
which looks and plays very 
much like 1942. with the 
objective being to advance 
as far forward as possible 
and shoot every object that 
moves. One minor 
annoyance is that the plane 
is the same colour as the 
surroundings, but 

nevertheless that niggle 
doesn't stop Flying Shark 
being one of the best arcade 
conversions IVe ever 
played. " 

>714 



[comments I 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: extremely detailed 
monochrome objects with 
smoothly-scrolling 
background 

Sound: effective gunshot and 
explosion noises 
1 Options: definable keys 
General rating: another great 
ShOot-'em-up from the 
Pobinson/Cumming 
partnership 



Presentation 


81% 


Graphics 


60% 


Playability 


65% 


Addictive qualities 


89% 


OVERALL 


83% 



*' Flying Shark ia certainly a fast shoot-'em-up, and boasts plenty 
of action - but I did find the small playing area and the 
monochromatic graphics a little off-putting. Another annoying 
point is the fact that the attack patterns never vary from game to 
game, though to be fair there f s far too many to memorise, Shll, if 
you like shoot- p em- ups, give Flying Shark a go, " 

82% 



► 'Extremely detailed objects on & smoothly-scrolling background' 



Producer: Firebird 
Retail price: £7,95 

Authors: Dominic Robinson and John Gumming of 
Graftgold 



I n Firebird's latest Taito coin-op 
conversion, the player gets the 
chance to take to the skies in 
the Flying Shark, a World War II 
biplane, and fly a solo mission into 
enemy territory. 

The action is played over a 
vertically scrolling backdrop, with 
squadrons of enemy fighters flying 
in to attack from the top of the 



screen. The ground is littered with 
gun emplacements, and tanks and 
ships attempt to blast you out of 
the sky with a volley of well-aimed 
shots. 

The Flying Shark is equipped 
with a dou bie-barreiied gun and an 
unlimited supply of ammunition to 
blast the enemy. This firepower is 
increased when the floating 



symbol dropped occasionally by 
the lest aeroplane in a squadron is 
collected , T o supplement the guns 
are a limited supply of smart 
bombs which destroy everything 
on screen. 

There are five levels to conquer, 
with further levels including 



confrontations above the high 
seas against missile-spitting 
battle ships and patrol boats. 

The player starts off with a fleet 
of three planes, and extra ones are 
earned at 50,000 and 150,000 
points, and for every 150,000 
points thereafter. 
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GRYZOR 



Producer: Ocean 
Retail price: £7.95 
Authors: P Owens,M Jones 

T hose sneaky Durrs from the 
distant planet Suna have set 
up a secret base on Earth, 
where they begin their terrible plan 
to take control of the world’s 
weather conditions by building a 
huge atmosphere processing 
plant. 

If the Durrs succeed in initiating 
a new Ice Age, the resulting chaos 
would provide the ideal situation 
for the aliens to overthrow the 
human race. The Durrs must be 
stopped at all costs 
Lance Gryzor has been chosen 
to enter the alien processing plant, 
and find and destroy its control 
room and the alien mothership, To 



~L 



accomplish this he must force his 
way through two scrolling sections 
of enemy outposts before blasting 
a hole in the wall of the processing 
plant and moving inside. 

Once in the complex, a map 
becomes available which Gryzor 
can follow to lead ham through the 
labyrinth of tunnels as he makes 
his way through the plant. 
However, passage is continually 
hampered by force fields, 
automatic weapons systems and 
alien guards which threaten to 
remove one of Lance's six lives, 
Gryzor protects himself by using 
his rifle which can be topped up 
with extra ammunition by 
collecting weapon capsules. 
These become available on the 
destruction of the alien’s weapon 
stores and carriers. 



/ NATHAN / 

"Gryzor is a very poor game graphically, but it's surprisingly 
addictive, This is due to the amount of action that has been 
crammed Into this shaot-'em-up: tumping off cliffs end bridges 
into enemy infested waterways, somersaulting over the various 
alien assassins and then blowing them to bits, infiltrating their 
base and then destroying it! The speed that your character is 
capable of is quite surprising: you can perform many different 
moves very quickly, which makes the action hectic and 
satisfying. Unfortunately the addictive nature of the game is 
outweighed by the rubbish graphics and sound* poor 
presentation and high price. " 

56% 



lour mm 



Producer: USGoid 
Retail price: £7.99 

S ega's best- selling arcade 
racing game has just been 
converted to the Spectrum 
by US Gold - which claims it sold 
over £QQ,Q00 copies in its first two 



1 

weeks, breaking all records and 
setting it to beat Gauntlet on total 
sales. 

The objective in Out Run is to 
race a Ferrari Testarossa to one of 
eight destinations within the time 
limit. 

/ MIKE 

H Why are US Gold doing this 
to met First California Games 
turns out to be a massive 
disappointment, and then 
Gut Run - a classic arcade 
machine - turns out to be 
another disappointment. 
Fair enough, the 128K 
version has an excellent tune 
which doesn't appear to slow 
the game down, but, I- ask 
myself, is It possible to slow 
it down further than it already 
is? The traffic on the road is 
jerky and badly animated, 
and the road itself isn't 
exactly the paragon of 
smoothness. US Geld have 
made the best job they could , 
but it just isn't enough - Out 
Run is a full-price, full-scale 
letdown. '* 

59% 



iBYMl 

" This must have one of the 
worst multiloads in history I 
As soon as the checkpoint is 
reached the action instantly 
freezes and the next track 
loads, and as soon as it's In 
the action starts without 
warning. This wouldn't be 
too hod tf you only had to 
spend a couple of seconds 
waiting, but Sometimes the 
wait goes on for ages, and 
it's easy for your attention to 
wander, the action to restart 
and the car crash. The 
gameplay is very slow, and 
the graphics and sound are 
generally disappointing, Out 
Run isn't a great 
conversion. 11 

63% 
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► 'Rubbish graphics’? 



JdaveI 

“ Gryzor isn’t a bad game overall; it has a fair challenge to work 
through, is slightly addictive and requires some skill on later 
screens. Colour is neatly used with onfy the odd ctash occurring 
during the game, but it doesn't reaily contain any wonderful 
graphics that set ft apart from the norm, Ocean have made a 
reasonable attempt at the conversion and with a bit more to get 
your teeth into they would have had a real winner. M 

56% 



► Gryzor from the age of poor conversions 




” At last Out Run has arrived on the Spectrum! But all those of you 
that are expecting this to be just tike the arcade version had 
better leave the room right now, because you're going to be so 
disappointed. The graphics are as wall drawn as is possible on 
the Spectrum, and sound on the 12SK is absolutely fantastic! The 
only thing that fets the game down is the lack of colour (which is 
usual for this type of race game). On the4SKyou also have to load 
each track separately which is a mite frustrating, but the problem 
is resolved on the 12S because once you have loaded the track it 
stays in the memory. Gut Run Is an essential purchase for all you 
budding arcade gamesters - miss it and you'll regret it for the 
rest of your lif ej ” 

83% 



The screen shows a 3-0 view of 
the track from above and behind 
the player's Testarossa. The car 
has two gears and an accelerator, 
which come into effect as soon as 
the starting lights go green. 

A digital speedometer and rev 
counter inform the player of the 
cars current performance as it 
negotiates dips and curves and 
dodges other traffic. Should the 



car run into the back of another 
vehicle it loses speed, but driving 
into a large roadside feature 
throws the car off the track and 
leaves the driver and his girlfriend 
sitting in a dazed stupor till their 
vehicle is placed back on the road . 

The action is played ageinsi a 



► Writing off another Testarossa 




J MIKE L 



il It's not really the month of 
good conversions, is it? The 
funky 128K tune on the title 
screen is bearable but 
unfortunately the game 
doesn't come anywhere near 
in terms of playability. The 
multiload is strangely 
annoying: in games tike Out 
Run, I could put up with it, but 
for some mason Gryzor^s 
system really got on my 
nerves. The graphics are 
poor and badly coloured with 
appalling animation, and the 
whole game style becomes 
extremely annoying, Gryzor 
is poor, bad value, and 
unattractive: a game I don't 
like at all. 11 

3S% 



COMMENTS 

Joysticks: Cursor, Kernpston, 
Sinclair 

Graphics: poorly drawn and 
animated 

Sound: inviting 1 28 K title tune; 
poor in-game effects 
General rating: not living up to 
the arcade original's high 
standards 



Presentation 


49% 1 


Graphics 


45% 


Playability 


53% 


Addictive qualities 


55% 


OVERALL 


49% 



constantly decreasing time limit. 
Failure to reach the next 
checkpoint within the limit ends 
the game. When a checkpoint is 
reached one of two routes Is 
chosen, and the next part of the 
course loaded from tape, and 
extra time is added to the total so 
the player can progrsss- 
When the fifth course Is 
completed the game ends. 

[< comments [ , 

Joysticks: Cursor, Kernpston, 
Sinclair 

Graphics: the individual 
vehicles are accurately drawn 
but jerky animation detracts 
tram this realis m 
Sound: superb 1 28K rendition 
of the arcade tunes, the 48K 
lacks such enhancements 
Options: three levels of 
difficulty 

General rating: views were 
split between ‘the best you 
could have expected 1 and l a 
poor translation of a great 
arcade game' 




Producer: Mirrorsoft 
Retail price: £9.95 
Authors: Blitter 

An inflations 

ndy Capp, the flat -capped 
Northerner of Daily Mirror 
F^comlostrip fame, is once 
more in financial trouble, His 
precious dole cheque has been 
stolen, and his ever tolerant wife 



J nathanL 



On .leaving his house, our 
antihero finds himself in the 
familiar surroundings of his 
neighbourhood, where he walks 
along the many streets, and enters 
unlocked buildings such as the 
pub. police station and even the 
local Job Centre, 

The Lancashire lad must find out 
who has stolen his cheque by 
gathering as much information as 



" I found it great fun to control Andy’s boisterous pursuits and 1 
was soon going round clad in flat cap and braces, fighting with 
the local police and rent man, chasing after my girlfriend and 
then downing a few in the focal pub. The graphics are fust like 
those in the comic strip and really capture the whole feel of 
Andy's lifestyle There are some decent sound effects and also an 
Andy Capp anthem when you die. 

The game itself is rather hard: I found tasks such as keeping 
my alee meter up and paying the rent quite difficult. I also found 
ft too easy to stray away from my quest to fight everyone in sight 
and chase numerous girlfriends which proved much more ton! 
Andy Capp stays in with the light-hearted newspaper cartoon 
and is sure to be a hit with fans of strip. " 

77% 



Presentation 


77% 


Graphics 


71% 


Playability 


75% 


Addictive qualities 


75% 


OVERALL 


72% 



Flo is demanding money again. 
Andy has a week in which to 
retrieve his cheque AND raise 
some money to keep Flo off his 
back. 



he can from the characters he 
meets. Poor old Andy needs a 
drop of Dutch courage before 
interrogating his friends though, 
so a visit to the local pub is the first 



1 BYM L 



11 The graphics in Andy Capp are clear and very well drawn with 
some great animation. If you're used to the Tai-Pan-styla layout 
you won't get lost, but everyone else should indulge in a little 
cartography to ensure rapid progress. The adventure-type 
actions obviously help the game but are a little confusing at first: 
they do take a bit of exploration to discover their capabilities, A 
wider range of speech and actions would push the game to a 
higher playability rating, but this should entertain you for a 
white. " „ 

68 % 



► Andy Capp: the Daily Mirror character accurately reflected 
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Jmike L 



■' Andy Capp Is quite a jolly 
little game. There isn't much 
to do but for the first half hour 
or so it* s quite entertaining. 
The graphics are very good; l 
especially liked the fight 
sequence! Mirrorsoftis 
version of the famous 
cartoon character is 
extremely accurate (I'm a 
keen Daily Mirror fan} and it 
works well. That's not to say 
it's addictive, however, since 
the action is slow and 
becomes tiresome after a 
while. 1 couldn't really 
recommend Andy Capp, but 
Pm sure some people will 
enjoy it. What I want to know 
is when someone's going to 
do Alex from The 
Independent. ” 

73% 



order of the day. Andy s state of 
inebriation is constantly monitored 
by an 'alcometer' shown below 
the mein screen, 

Actually getting into a pub can 
be difficult, since the rent man 
frequently warts at the door to 
collect Andy's money. There are 
others who also give Andy a hard 
time, especially the local bobby 
who knows that Andy is on his 
wanted list. 

if Andy feels that ab individual 
should be taught a lesson, he can 
use the boxing glove icon at the 
bottom of the screen to engage in 
some gentlemanly fisticuffs. 
Punch-ups quickly reduce his 
alcohol level, however, and a pub 
must be found fast! if he engages 
in too many rounds of boxing he 
can find himseif up before the 
judge with a hefty fine to pay. He 
must also be careful that in the 
scuffle, he doesn't lose his wallet - 

Such things can only worsen 
Andy's sad plight, sp to augment 
his scant financial resources, Andy 
can take a chance on picking the 
wi nner of the next horse race, and 
with a bit of luck scrounge some 
cash from the barman or get away 
with Flo's handbag without her 
knowing. If all else fails, he can 
always get a jobl 



I COMMENTS / 



Joysticks: Cursor, Kernpston. 
Sinclair 

Graphics: cartoon- type 
characters and backgrounds, 
accurate to Reg Smyihe's 
original 

Sound; simple title tune and 
very poor in-game effects 

General rating: plenty of 
appeal for all Andy's readers 



Presentation 


65% 


Graphics 


70% 


Play ability 


75% 


Addictive qualities 


73% 


OVERALL 


73% 
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f D YNA TRON MISSION 



Producer: Masterlronic 
Retail price: Cl .99 
Authors: Paul Hargreaves 

W hen you joined the space 
forces, nobody said it 
would be like this. But 
here you are on an alien space 
base trying to retrieve eight 
Dynatron Cores. These places are 
fraught with danger, and you’re 
only allowed three lives. 

The alien bases consist of high- 
tech chambers and underground 
caverns through which you can 
run, jump and duck, and you can 
increase- or reduce your power as 
necessary. 

But It can be hard work looking 
for Dynatron Cores and your body 
knows it. An electrocardiogram 
(EGG) shows your heartbeat as it 
switches between vigorous 
activity and contemplation of your 
next move. If the beat rate gets too 
high you’re In trouble. 

To provide some help on your 
heart-thumping quest there are 
sliding platforms that pass over 
ravines, slides that move you so 
fast they get you there before 
you've gone, light stairs and 
bridges, and trampolines that can 



l BEN / 

" Hmmmm, this I've seen 
before. Dynatron Mission 

looks and plays like so many 
other budget platform 

games, and frankly it offers 
nothing new. Strolling 

around the pretty graphics 
isn't particularly compelling 
and timing jumps carefully to 
dodge nasties lost i's appeal 
years ago. The problems 
involved are quite difficult, so 
Dynatron Mission may well 
appeal to hardened problem- 
solvers but there’s not much 
here to attract anyone who’s 
already got a few games of 
this genre . 11 

50% 



increase your jumping height. 
Retracting bridges can give you 
some assistance, but must be 
used with the greatest of care. 

And you have to keep a close 
watch on the strange world around 
you, because airborne aliens have 
a horrifying touch that even a quick 
dab of TCP won’t cure. So cuddle 
them at your peril. 

These aren't all the horrors that 



await, either - laser beams can 
slice your carcass neater than a 
Dewhurst butcher, and hydraulic 
pistons flatten you very effectively. 

When you collect one of the 
Cores, a defence system Is 
automatically triggered and a 
timer begins a countdown. The 
alien complex must be left before 
this reaches zero or your body 
particles will be ripped asunder. 
So get cracking, and collecting the 
other seven. 



► Dynatron Mission the old ideas 
are tire best ones 




/ wick / 

Jl Dynatron Mission is an 

excellent game, full of colour 
and detailed graphics. It's a 
bit simitar to another 
Mastertronic game, Universal 
Hero - something fishy there! 
But even If you already own 
Uni. versa! Hero you'll find this 
9 fantastic game and be 
addicted in a second. It's full 
of hidden extras, such as the 
spaceman’s heartbeat, and 
the animated sequence at 
the start Dynatron Mission is 
brill, so get mapping ft! " 




[comments i 

Joysticks; Cursor, Kempston, 
Sinclair 

Graphics: intricately detailed 
with liberal use of colour 
Sound: the odd spot affect 
Options: definable keys 
General rating: an enjoyable 
and involving game, but much 
like the others In Its genre 



Presentation 


71% 


Graphics 


77% 


Playability 


66% 


Addictive quail ties 


67% 


OVERALL 


71% 




CRITICISM 



Producer: Atlantis 
Retail price: £1.99 



I t's off to the finks once again, 
and your bag of clubs hangs 
heavy on the caddy’s shoulder 
- but that doesn’t worry you, 
because you're about to play 
some great golf. 

Two courses are available to 
you, Lytham and Royal 
St George's. On each you can 
decide whether to play a single 
round, or a four-round pro 
championship against up to 17 
players. The prevailing weather 
and ground conditions can be set, 
or given a random element. The 
wind speed and direction are 
vitally important, as both can 
seriously affect the flight of the 
ball. 

At each hole you can select one 
of 1 3 clubs. Club selection Is made 
with regard to how the ball is lying, 
on what type of surface (fairway, 
bunker, rough), and how far It 
needs to oe hit. 

The strength of the swing is 
another variable. There is also the 
possibility for backspinnlng. 

Once the ball has been hit on to 
the green, the putter is 
automatically selected as the 
appropriate club, but you still have 
to determine the direction and 
strength of the shot. This time the 
slope may be the problem. 



As with all go if courses, there 
are hazards like sand bunkers, and 
on these courses in the game there 
are water traps and some areas 
which are out of bounds. If you get 
stuck in one of these, only certain 
clubs may be used to get you out 
and back in the contest. 



• ” There have been dozens of 
golf games released over the years 
especially budget ones. But Pro 
Qotf tt seems to have taken 
features from lots of versions and 
put them all together to produce a 
very well presented and playable 
gams. The great thing about this 
golf game is its so easy to play and 
understand what’s going on even 
with its sickeningly bright 
colours. " 

NATHAN 61% 



► Futlofhotes:ftffGm 
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• “ Fro Golf 91 Is bad. Seriously 
bad. The graphics are chronic, 
the game pi ay is worse. ” 

MIKE 20% 



• 14 There's no doubt about it , if 
you don 7 know everything there s$ 
to know about golf you won’t 
understand, let alone like , Pro Goif 
IL Rather too much has been 
crammed into the screen and I find 
the same problem as with golf on 
TV: the ball disappears because rt 
is so small end the background so 
fuzzy. Atlantis set themselves a 
hard test trying to turn golf to the 
computer and they failed, 
miserably. " 

NYM 23% 



/ COMMENTS 



Joysticks: none 

Graphics: bad use of colour with 
simply-defined targets and 
scenery 

Sound: barely a beep to be heard 
Options: championship or medal 
competition 

General rating: tor unchoosy golf 
fans - at least it 1 s cheaper than the 
real gear 



Presentation 


54% 


Graphics 


30% 


Playability 


37% 


Addictive qualities 


34% 


OVERALL 


30% 
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STREET HASSLE 



i 

Producer: Melbourne 
House 
Retail price: £8.99 
Authors: Beam Software 

I t's not easy being a superhero. 
You stand out In a crowd, 
attract attention to yourself and 
have to beat off admirers. 
U n derwear Man is one such 
crusader - but unfortunately be 
takes things a bit too seriously and 
attacks anyone that comes near 
him. 



The player takes control of UM 
and battles hordes of weird and 
wonderful characters, individually 
at first, and then in groups on 
higher levels. UM isn't exactly 
defenceless, and has an array of 
simple kicks and punches, and 
som e special moves, including the 
deadly ear tweak! 

At the top of the screen are two 
energy bars. The first denotes 
UM's energy level and remains on 
screen throughout the game, while 
the second appears only when an 
opponent draws near. As the 



► ' Lovely cartoon-style graphics and plenty d playability' 



combat ensues, both bars 
diminish according to contact 
made between the two parties. 
Should UM’s energy disappear 
completely, he loses one of this 



three lives. 

Lost energy is replenished by 
catching the winged hearts that 
are periodically released by 
midget in a trench coat. 



bv a 
Care 



Jnick !_ 



“ Another beat 'em up hits the street* Street Hassle is a really bad 
influence to all those impressionable young people out there. 
Head butting little eld grannies, kneeing blind men end exploding 
overweight people are all in this game (how corrupting!). The 
graphics are excellently drawn, and the animation is detailed and 
smooth. The only drawback is the tnultfload which forces you to 
wait around. Still, Street Hassle is worth a look - if you can stand 
the hassle of going down the street to buy It! ■* 

77 % 



> Comic strip : Melbourne House's Street Hassle stars Underwear Man 

I PAUL l 

" Street Hassle boasts some lovely cartoon-style graphics and 
has plenty of playability to back them up. It also has a great sense 
of humour, making H far more fun than regular combat games. 
The characters are great, such as the old granny who attacks you 
with her umbrella and the vicious little dog which comes flying at 
you - but the best has just got to be the huge gorilla who throws 
bananas as well as powerful punches. If you enjoy beat 'em ups 
and have a good sense of humour - go for Street Hassle ” 

76 % 



I SCRUPLES 



1 



Producer: Virgin Games 
Retail price: £9,95 cassette, £14.95 disk 
Authors: Sentient Software, from a Milton Bradley 
board game 



S cruples is the latest in a long 
line of board games to be 
translated to the Spectrum, 
and requires the players to answer 
awkward and often embarrassing 
questions. 

The game is played by three to 
ten human or computer-controlled 
players, with each player having a 
different character make-up. 
Human players choose their own 
personalities, and if the computer 
plays, it decides for itself what sort 
of a person it is. Each player 
chooses a face from the ten 
provided, which is displayed next 
to the board, and the action 
begins. 

Each player has from three to 
ftve question cards, and answer 
cards with 'yes', 'no 1 and 
' depends r on them. The bottom of 
the screen provides prompts for 
asking questions and challenging 
answers. 



" f haven 1 ! played the board 
game, but if it’s anything tike 
the computer game, it must 
be pretty good. The graphics 
are excellent with vary neat 
playing cards and people 
with different expressions on 
their faces. There are 
cheerful jingles and tunes 
played throughout the game, 
adding that extra 'je ne sais 
quoi'. Answering the rather 
embarrassing questions is a 
lot of fun too - although I did 
find it a little dull when 
playing with computer 
opponents - they're just too 
inhuman! Scruples is an 
excellent conversion of the 
board game, which should 
definitely be played in a 
group! 11 



73 % 
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/ bymI 

,+ Certainly a game to sit down to with a gang of friends for a long 
winter evening of self -generated entertainment, However, \ 
much prefer the board game - It brings out the true character In 
people by the way they answer, as opposed to setting the 
characteristics with the computer. Lively debates don't occur 
between computer opponents - It's far more fun playing with $ 
couple or group of humans. Try It for family playing. *' 

75 % 



[PAUL l 

11 Putting the electronic element into Scruples has really killed the 
board game. It’s not as much lun knowing what the computer 
thinks, compared to seeing trther people cringe at their own 
answers. The implementation is sound, but the game doesn't 
project itself enough for any 'real' fun, I doubt very much whether 
players of the Scruples board game will find much fun in the 
computer version - 1 know I didn’t, " 

65 % 



► Awkward questions: Virgin Games s Scruples 





m 

YOU hRE XN;-TftUCTf[> TO 
STRIDE E-V YOUR UNION 
OUER m IV=IJZ WITH 
WHICH YOU STRONCLY 
MSftGREE. 00 YOU 
CONTINUE TO WORK'S 







MIKE l 

*' Street Hassle is a really 
wicked game! The graphics 
are highly amusing, and the 
gamepiay has more depth 
than most of the beat 'em ups 
I've played. The main 
element is humour^ with 
plenty of laughs as the hero 
battles a series of whacky 
characters wfth his arsenal 
of even whackier moves! A 
brilliant laugh, sJIghtfy 
lacking staying power, but 
fun nonetheless. " 

73% 



should be taken, however, since 
on higher levels this character also 
rolls out bombs, and unless UM 
swiftly tosses it off screen he loses 
another life. It's certainly all go in 
Melbourne these days . . . 

— I COMMENTS L_ 

Joysticks: Sinclair, 

Kempston, Cursor 
Graphics: large and cleverly 
animated graphics with 
effective backgrounds 
Sound; more bash and blow 
affects 

General rating: a beat em up 
with plenty of variation and a 
Pythonesque sense of humour 



Presentation 


79% 


Graphics 


80% 


Playability 


B1% 


Addictive qualities 


78% 


OVERALL 


75% 




If a player thinks that another 
player's answer to a question is 
incorrect, he may challenge, and 
the other players vote on whether 
the challenge is to be accepted or 
not. The penalty for losing a 
challenge m an extra question 
card. Since the objective is to get 
rkf of all the question cards, this 
isn't desirable - so be honest , , , 
even if you have to embarrass 
yourself! 



CALIFORNIA GAMES 



Producer: US Gold 
Retail price: £6.99 
Authors: Epyx 

T his latest Epyx sports 
simulation gives players the 
chance to compete in sto 
radical new games under the 
sweltering Californian sun. 

In half-pipe skateboarding, the 
player performs as many stunts as 
possible. Points are awarded for 
the difficulty of stunts attempted, 
and the highest score wins. Three 
falls signals the start of the next 
event - the foot bag, or hackysac k . 

Here, the player keeps a small 
bean bag in the air by kicking it or 
bouncing it off head and 
shoulders. Each successful 
manoeuvre earns points, and a 
varied succession of kicks is even 
more fruitful. Again, the highest 
total wins. 

Surfing appears next, and the i 
surfer moves backwards and 
forwards along the face of the 
wave, keeping close to its curl to 
gain maximum points, Points are 
also awarded for the speed and 
length of ride, and for the number 
of difficult manoeuvres 
accomplished. Four wipeouts 
signals a premature end to the 
contest. 

Next, it s back on land for the 
rollerskating event, which takes 
place along a seafront sidewalk. 
The course is completed within the 
time limit, and points are earned 
for spins and jumps. 

Three falls means 
disqualification and the start of the 
penultimate event, which sees the 
player perched on a BMX racing 
bike about to set off across a 
hazardous desert course. The 
winner finishes the course in the 
fastest time, with extra points 
being earned by performing stunts 
along the way. Two minor falls are 
allowed during the course, but one 
'serious’ mishap ends the event. 

The final sport features the 
Flying Disk (or Frisbee), with three 
attempts in which to throw the 




circular disk to a waiting catcher. 
The throw is made by setting the 
speed and angle of trajectory and 
control moves to the catcher who 
is directed to grab the disk as it 
flies past, Points are awarded for 
the length of throw and the degree 
of athleticism accompanying the 
catch. 

• J< California Games is a real 
disappointment. Whether or not 
it's because the Spectrum simply 
Isn't up to a game of this 
complexity, or because the 
programmers have skimped on 
this version I'm not sure - but it 
certainly isn't up to the standard 
I'd expect. The graphics are poor 
on most, if not all the events, and 
playability Is sadly lacking 
throughout. The final nail in the 
coffin is the high price teg, 
California Games is a major 

mistake- don't buy it ” 

*** 39% 



• *' I thought the whole point of 
multitoads was that by 
sectioning the game up, more 
memory could be used on each 
event. Perhaps I'm wrong. It 
certainly doesn't seem to be the 
case with California Games. You 
have to wait for each event to 
I load in - and when you get there 
it just doesn’t seem to have been 
worth it. The graphics and 
gameplay seem to bear no 
connection with the supposedly 
high Epyx pedigree. Definitely 
not recommended. " 



• California Games is a total 
waste of time and money. The 
graphics are dismal, the colour is 
pathetic and the sound - what 
sound?. You have t& toad and re- 
load all the events. and once 
completed you have to start all 
over again! The screen is so 
cluttered with stray attribute 
problems that it often looks as 
though the game has crashed ! I'd 
steer well clear of this, " 

NICK 30% 




I COMMENTS [ 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: plain, but effective 
Sound: reasonable tunes and 
jingles are played throughout , 
Options; three to ten human or 
computer-controlled players 
General rating: a good 
interpretation of the board 
game which works best when 
played In a group 



Presentation 


74% 


Graphics 


68% 


Playability 


75% 


Addictive qualities 


71% 


OVERALL 


71% 



COMMENTS 



Joysticks: Cursor. Kempston, 
Sinclair 

Graphics: lacking in colour and 
detail 

Sound: disappointingly sparse 
Options: to play/practice one or 
all the events 

General rating: the poorest Epyx 
release yet; lacking playability and 
addictiveness 



Presentation 
Graphics 
Playability 
Addictive qualities 

OVERALL 
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COMBAT ZONE 



Producer: Alternative Software 

Retail price: £1.99 



C olonel Mentor, ace of air 
aces, has been ordered out 
of retirement to combat an 
enemy threat. Stretching out his 
arthritic limbs the old, bold Colonel 
goes to work, flying over alien 
territory. 

As he moves onward, with the 



landscape scrolling vertically 
beneath him, the fighter pilot 
encounters hordes of enemy craft 
intent upon shooting him down, 
The Co lond's fighter is equipped 

► Arthritic: Combat Zone 




O0B0P 

Po v e r 



with a basic blaster, aimed with a 
cursor, which can lake out these 
irritating machines, For greater 
destructive power. Mentor can 
engage bombs which can destroy 
pulsing enemy ground 
instaiiations- 

This arsenal can further be 
increased if an enemy supply ship 
is captured by running into it. 
When Mentor does this, a hyper 
bomb becomes available. When 
the hyper bomb is detonated it 
destroys all enemy fighters in its 
vicinity. 

But the fighter's fuel and the 
Colonel's lives are limited -this old 
soldier doesn’t Just fade away. 



CRITICISM 



1 



• Vet more vertically-scrolling 
shoot-’em-ups , , , this one has 
cramped graphics, small, jerky, 
colourless and hard to distinguish 
from the ground. Good points are: 
no vile colours, and a useful aiming 
device. " 

STM 64% 



• " Combat Zone Is enough to 
put anyone off shoot- 'em-ups 
For life- The scrolling is very slow 
and there's no evidence of 
sound. The sight used to aim is 
no help whatsoever, end neither 
is the optional cheat mode - 
because the Intolerable game is 
easy enough anyway! 11 
NATHAN 21% 



COMMENTS 



1 



Joysticks: none 

Graphics: cramped and confused 
Sound: uninteresting 
Options: cheat mode 
General rating: a poor 
monochrome shoot-'em-up 



Presentation 52% 

Graphics 42% 

Playability 42% 

Addictive qualities 25% 

OVERALL 43% 



I super otwhmm / 



Producer: Code Masters 
Retail price: £1.99 
Author: P Willi am son 

A s an amazingly competent 
stunt man, you have to steer 
a car over a vertically 
scrolling course covered in rocky 
outcrops and cacti, and jump river 
ravines by using ramps as you 
progress across the landscape. 

The route is also hampered by 
the appearance of other vehicles 
which attempt to run the car off the 
road - these are swiftly removed 
by using the vehicle's forward- 
firing blasters. 



► Back to basics: Cede Masters's Super Stuntman is a mediocre Spy Hunter 



Collision with ground features 
and vehicles incurs dents which 
are indicated on the damage 
monitor at the top of the screen. 
Too much damage effectively 
writes off the car, and there are 
only three with which to complete 
the stunt 

On reaching the river, the car is 
replaced by a speedboat which is 
used to negotiate the islands and 
waterways Opposing traffic is 
again encountered and deait with 
in a similar fashion. 



J PAUL L 



" Spy Hunter returns - well, almost. The cere, sound, playability 
and backdrops are all below standard, but what shocks me most 
about Super Stuntman is how basic end old-fashioned the game 
is. Nothing in it is particularly well done - the graphics are very 
simply animated, the effects sound more like something out of @ 
Geiger counter than a computer game and the collision detection 
just has to be seen for not seen should f say} to be believed. 
Something else that caught my attention was the fact that you 
retain the car's damage indicator when steering the boat! 
Where's all that Code Masters flair gone? " 

39% 




1 
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u You'd better have a 
photographic memory if you 
want to get through this one 
as knowing whet's about to 
appear is vital if you want to 
stay in one piece. The car's 
slow response can be 
annoying, but still adds to die 
excitement of this high- 
speed driving game. The 
graphics are pretty decent, 
with some tasteful colours, 
and white the damage 
monitor is a good idea. It 
remains fairly superfluous. 
Give it: a try if you T re into 
violent racing. 11 



/ COMMENTS l , 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: both stages have 
clearly defined character 
blocks 

Sound: grinding title tune with 
Geiger counter spot effects 
Options: define keys 
General rating: average Spy 
Hunter clone which provides a 
thrill or two 



Presentation 


73% 


Graphics 


57% 


Playability 


43% 


Addictive qualities 


61% 


OVERALL 


53% 
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A WORTHY ■ 

SUCCESSOR TO THE EVER POPULAR 

ilT V m MATCH my footrall 

a GAME WHICH HAS 
CHARTS FOR 3 YEARS! 
Drummond ttifc NEW Match Day h the 
> create the pinnacle In computer soccer 

ipetrtion with unique code - save facfWty. 



.^JU* 11 ' SIMULATION - HP 
11 REMAINED IN THE READERS 

n, "* UpS and goatkeeper contfoL 

D DEFLECTION SYSTEM ™ 1 ensures realistic bail 

ricochet and the action comes with P j 

full music and sound FX. I jW^IL 

If you want the very best in foot- I ]Hll 



JWHftAD s * JPE CHlUM ^ ^ COMMODORE 

8.95 7.95 a95 



bail for your micro then there 5 only | 
one choice , MATCH DAY tf with 1 

multi-menu system makes the home 
computer come alive (SSSr’ 

Ocean Software Limned Ocean House ■ 6 Central Street NWh™, . mi c k ,c 



9 





The anrti versa rtes are coming thick and fast this year - Christmas, 
the Australian bicentenary* ISO years since my grandmother first 
said 'do as you would be done by', and so on. The last burst of 
CRASH'S historical extravaganza - the conclusion of the CRASH 
Directory - is this month too, so it seems E30 of software should go 
to the first tetter for its moving tribute to the half-century of 
CRASH , * . which seems like 50 years sometimes. 



STRAIGHT 
FROM THE 
CHART 



Dear Lloyd, 

I'm sure you're aware that next 
February CRASH reaches a quite 
brilliant naif-century of issues. I'm 
aura you're planning a rather 
special issue for the time and may 
I be among the first to congratulate 
you. as a loyal reader* with every 
precious issue stored away in a 
tidy heap in my bedroom. 

times have changed since the 
early days of 3D Deathchase, Ant 



Attack and Bugaboo but for me 
those will always be the best days. 
The CRASH History is a lovely 
piece of nostalgia for us fens of the 
old classics like Football Manager, 
Manic Miner an d The Hobbit. 

I remember you saying once 
that CRASH Is 'not just a 
magazine, more a way of life 1 . So 
true. After a TV interview, one of 
your team said 1 yesterday we were 
just nObodies, now we're only 
bigger nobodies'. Welt, for one 
Spectrum-owner the names of 
Lloyd Mangnam and Robin Candy 
will rank alongside Freddie 
Mercury and Ian Rush among my 
childhood memories. The down to 
earth chit-chat style, some call it 
self indulgence* arouses a special 



NEW — TRANSFER PACK 4 

SPECTRUM TAPE TO DRIVE 



A software systsm to convert many old and new TAPE based 
programs to your DRIVE [no matter what type) +■ OTHER USEFUL 
UTILITIES. Most jerky programs and others (eg. with zero counter) are 
EASILY converted to drive. Pack has at least 7 programs] Qpus/Beta 
owners add Ct tor OPTIONAL extra program. State TYPE of Spectrum 
+ name of drive when ordering (e.g. 12BK Spectrum and Microdrivei. 
£11.99 on TAPE (£12.99 on cartridge tor 46k Spectrum® only), (Cfi if 
updating} 

INFORMATION SHEETS - £1 each - approx 8 TRANSFERS of 
POPULAR programs per sheet - needs TP4. Up to No. SO avaiiabte, 

SPECIAL DEAL - Nos 1-20 for E3, Nqs 21-30, 31-40 Of 41 -SO £3. SO. 



M/DRIVE OWNERS NEED M1CROTRANS 



MfCROTRANS 2b - for m/drlve to m/drive back-up. easy ERASE, tape 
to drive (inc headerless) - does NOT convert programs, deludes MICRO- 
TAPE and RUN programs. ONLY E4 on TAPE, £5 on Cert. ALL Spednrms. 
CODE COMPRESSOR - Many uses, but ideal for use with hardware 
devices that dont compress saved cods' ONLY £3. SO 
MO RISK! - ALL PROGRAMS CARRY OUR MONEY RACK GUARANTEE fruit updates! 



LERM 0EP1 CR. 11 BEACCTOSFIELD CLOSE. WHITLEY BAY. NE25 9UW. iTfll. 091-253362! 





FRUITY 

THE ULTIMATE FRUIT MACHINE CAME 

* HIGHLY PLAYABLE * FAST SPINNING REELS 
* IMPROVED SOUND * HQU RS OF FU N 



FEATURES INCLUDE 

HIGH SPEED ROULLETTE * NUDGES * SPECIAL FRUIT 
REEL CLIMB * FEATURE SYMBOL 



Send cheque or P.O. to ROS5WARE (Dept 45), 646 London Road 
Wttidiff, Essex SSO 9HW 

For fast delivery put Cheque Card number on back of cheque 



magic in me. 

What does it matter that the 
solution to Everyone's A Watty is 
given away, that arcade 
adventures appear in an 
adventure chart, that games are 
not given a percentage rating for 
sound or that Match Day is not 
Smashed? To some-young people 
it matter one hell of a lot. The 
Spectrum Is more than a toy - it, 
like CRASH becomes a way of l if e . 
It's escapism, it gives a fed up 
mind a reason to live - like a drug 
if you like, You’ve got no girlfriend, 
no money and mum and d ad are 
always on your back but you can 
kick hell out of a few Ninjas and 
sabre-toothed ores. It whiles away 
those cold * dreary lonely nights by 
sending you off to the forest of 
Dreams in the Land of Midnight , 
Atic Atac’s Castle or whatever 
tickles your fancy. 

In-depth reviews, a superb 
Hotline Chart* comprehensive 
playing tips, great competitions, 
catering for minority tastes like 
educational programs and PBM, 
I've read the Terminal Man over 
and over again, loved exploring 
the game maps (the original Jet 
Set Willy map set new standards 
in playing tips and I won't ever 
forget the perfect Knight Lore 
drawing) and will never forget the 
thrill when I first got a letter 
published in the magazine. 
Incredibly trendy sarcasm or 
pretend f antasy writers just do not 
work, so I'm so glad CRASH has 
stuck to good old homely 
Brewster, Stone, Kean and 
Mangram - to a reader like me you 
lot begin to get a bit like soap 
opera people rather than real 
person up In the place called 
Ludlow only famous for its Safari 
Park really. 

Well, now that I've flattered the 
lot of you and thanked you ever so 
kindly. I’d like to present these 
amazing statistics based on the 
CRASH Hotlines for issues t- 
46. .. 

Most issues at Number One 
(games) 

1 GaunffefUSGold 

, fl (and still there) 

2 Sabre Wutf Ultimate ... 6 

3 Commando Elite 5 

Most issues at Number One 
(producers) 



1= Ultimate and Elite 
10 (3 games each} 

3 US Gold ...... 9 (2 games) 

4 Software Projects 

. ..6 (2 games) 

Most games in the Top Three 
(producers) 

1 * Ultimate and Ocean , 6 



3 Elite ..... 4 

4 Beyond * 3 



Most issues at Number One in 
Adventure Chert (games) 



1 Heavy On TheMagick 
(Gargoyle Games) 10 

2 The Hobbit (Melbourne 
House) 5 (and still there) 
3= Doomdark’s Revenge 
(Beyond) and 

Lord Of The Bings 
(Melbourne House) ........ 4 



Most issues at Number One in 
Adventure Chart (producers) 

1 Gargoyle Games 

12 {3 games) 

2 Melbourne Kous 

1 1 (3 games) 

3 Beyond 8 (3 games) 

4 Level 9 ...... 6 (4 games) 



Personally, I find this makes 
quite interesting reading. If 
anybody wants to know who's 
had most Number Ones on 
either chart I’ll say that every 
producer with more than one 
Number One does appear in 
each ‘Most Issues at No 1 by 
producer' chart, so if you 
understand what I 1 m saying you 
can work It out for youraetf. 

Yours CRASH-readingly* 
Mike Roberta, Okehampton* 
Devon 



PS Da you realise it 's 3 years since 
Ultimate released Knight Lore/ 
Und&rwudde, THREE YEARS! 
How time flies, i don't know! 



Roger Kean, who moves from 
subject to subject and is about to 
move to the Philippines- for four 
weeks* promises me he's got 
some Inside info on what 
Ultimate's been doing SINCE 
Knight Lore and Underworlds - 
coming soon . In the meantime, 
can see Robin and i are going to 
argue over who gets to be Freddie 
Mercury and who ’s ten Rush - bur 
thanks for your comparisons Mike. 
The Spectrum does become# way 
of life, as you say, though whether 
that's an entirely healthy thing I 
don't know, (There must be more 
to life than this . . .) And your fast 
paragraph belongs on a puzzle 
page, so try this one : if 49 issues of 
CRASH each measured 2 70cm by 
300cm and there were 88 Sines of 
8-point text on each line written by 
a staff of Five in three weeks flat on 
a desk that's not big enough r 
should Match Day have been a 
Smash? 

LM 
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UPGRADING 

UPBRAIDING 

Dear LJoyd. 

Having read Jonathan Khan’s 
letter (Issue 48 Jit looks like you did 
no research for your reply. Advice 
was to buy a +2 as more bits were 
needed if bought an Atari. What 
bits? Compare, 

+2 £139. built in Datacards* 

+3 £199, built rn disk drive 
Atari 520 STFM E299 built in 
disk drive end lead for TV 
The advert also stated that 6 free 
games came with the + 2 and + 

3- WH Smith is giving away B free 
games with the 520 £n\ What more 
bits do you need?? Also, the +2, 
+3 and 4flK machines that page 
in/out different memory pages. 
The &20 ST is 51 2K al I accessible 
, Simon N Good wi n (p 1 43 Issue 
48) says that the ST is a di sposabie 
machine? At £299 disposable?? 
Also that games are Just prettier 
versions of 8 bit games. I agree 
that at the moment a Sot of the 
games are upgrades of 8 bit ones 
but they are much better than the 
Spectrum ones. In GFL 
Championship Football on 
Spectrum the linemen can’t be 
seen individually. It is Just a whole 
mess due to colour clashes!! The 
Atari version is much more clear 
with one team in red and one in 
blue. No colour clashes. 

Once the safes of the ST rise, 
better games will be released 
using the 16 bit chip to its full. 
Remember when the 16K 
Spectrum appeared the first 
games were upgrades of ZX81 
games. 

The Spectrum Is now an ancient 
computer and the quality of the 
games will not improve, 1 6 bit 
computers are now *the' 
computers , The Amiga and ST ere 
similar to the C64 and the 
Spectrum, One has better sound 
and graphics but the other 1$ 
substantially cheaper. More 
people wfl I buy the ST for the same 
reasons more people bought the 
Spectrum. As sales Increase so 
will quality of software until the 
$8000 processor is pushed to its 
limits as the Z&Q has been pushed. 

Don’t be short-sighted Uoyct, 
get into a magazine that deals with 
16-bit computers, 

Henry Shades, Glasgow 

I hate to puil a truism on you Henry, 
but the opposite of short -sighted 
is long-sighted. The hyperopic 
UMLWD) can see forever, but not 
the end o f their nose - and there ’s 
no sense abandoning the 

Spectrum now when the 

standards of IB-bit games (in 
graphics, partfeuterfy) aw tittering 
down to the 8-bit programmers, 
The ST's a fine machine (Fm an 
Impact ten as you probably 
guessed fast month } but (he 
quality of Spectrum games is 
improving - look at the number of 



high Smashes we’ve had lately - 
and the argument that it's 
‘ancmnt ' is a nonstarter. The 
’latest ’ technology is always 
hyped and it's very easy to be a 
victim of fashion. 

LM 



PRAISE FOR THE 
MULTIFACE 3 



Dear Lloyd, 

A few months ago I bought a -i-3. 
When I opened the bo* (found 
there was no cassette lead so I 
looked in the manual and it told me 
that l could get a suitable cassette 
lead quite easily. I went to our local 
Dixons and asked for one. They 
didn't know anything about it so I 
finally ended up visiting every 
electrical shop in Aberystwyth 
until finally one shop told me that 
no such load existed and it would 
cost a fiver for them to make one, 

I sheiled out a fiver and when I tried 
to plug it in, the plug wouldn't fit, I 
had to cut most of the rubber 
protective casing off the Jack 
before it would fit. 

My problems didn’t end there - 
1 had written programs of my own 
on my old 128K Speccy and I had 
to plug my +3 up to my MIDI 
system with tone and volume at full 
blast to load them. 

Then a couple of months ago I 
started subscription to CRASH 
and saw a preview of the Multiface 
3, You made it look so good I 
bought one and have found that a 
+ 3 and a M uftlface 3 are a brilliant 
team. I would not recommend 
buying a +3 without buying a 
Multiface 3 too. 

I have also found that if you 
erase and resave things on disk 
the disk gets corrupted after a lot 
of use and regular formatting is 
needed. 

Nell 'The Computerised Rocker* 
Humphreys, Aberystwyth 

You may be the computerised 
rocker but there 's only one Freddie 
Mercury. 

LM 



ON THE 
SCREAM 



Dear Uoyd, 

AAAAAAAAAAAAAAAR r rrggg 
HHHHII jfllfSJ Now you may (or may 
not) be wondering why such a 
strange expression of feeling 



starts this letter. Well, the wierd 
combination of letters and 
punctuation brings across my 
feeling towards one of your staff. I 
am fed up with Mike Dunn writing 
every issue that every screen 
printed gets a full colour framed 
and mounted screen dump 
courtesy of Rain bird. 

This month (Issue 48} he wrote 
how his extra room would be just 
the 'usual barefaced editorial lio\ 
Who is he to talk about lying? I 
don't know about other On The 
Screen artists, but I have had two 
screens printed, one in issue 45 
(October}, and one as far back as 
Issue 43 (August), but have had no 
sign of any screen dump. In Issue 
46, we were told ‘don't despair. 
Rainbird’s Clare Edgeley is on the 
case. 1 

I have already written twice to 
Mik e D, and once to the Forum , but 
have had no reply. Please can you 
just tell me, and many other people 
trying to get the promised dump, 
why they are not forthcoming, and 
when they will bo? 

1 also have a couple of 
complaints to make' Why is it that 
you are always complai ning about 
lack of space, and then you waste 



it all by putting a Christmas logo 
right in the middle of your Fonjm? 

I’d just like to say well done for 
the massive amount of pull-outs in 
the Christmas Special, the CRASH 
history, the 3-D bits, the concise 
reviews, the exclusive previews, 
the excellent tips, the good 
covers, the arcade reviews, the 
CRASH sampler, the colour 
screenshots, the numerous 
competitions and the great 
features; need I say more? CRASH 
is still the best. 

Mark Otway, Shgpperton, 
Middlesex 

We are very aware of the On The 
Screen problems and are 
genuinely trying to sort them out - 
to be hon&st perhaps there s more 
administration involved than 
we‘d planned for, which is why 
things have been moving stowfy. 
Just keep on hassling Mika D and 
you’ll get through his headphones 
eventually. Lack of space is a 
funny thing- theres never enough 
space for ail the different articles 
you want to print but then there’s 
always those few inches too much 
for the ones you end up with t 



FifffllLL ® Eilffiif 

Sports Simulations from e * j Software i Established a Years? 

...SKILL... TACjJCS DECISIONS . . . STRATEGY 

4 CLASSIC Strategy Gamas packed wiiti GENUINE A REALISTIC Features 
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STSi MANY more ^ ***" * CfflSK? 
sSrSiwT FEATURES. Price Juries a FREE pad of CRICKET MASTER 



Software 

availability 

PREMIER H 
EUROPEAN ll 
WORLD CHAMPIONS 
CRICKET MASTER 



Spectrum 
Any 4£f 120 
Tape Pise +3 



C&.95 
EG 95 
£6.95 
£7.95 



Cl 0.95 
£10,95 
£10.96 
£*1-96 



Commodofe 
■' 1 2fl 

Tape 5 1/4' Disc 

E7.95 £10.45 

£7.95 £10.45 

£7.95 S10.4S 

n/a n/a 



Amstrad 

CPC 

Tape r Disc 
£7,95 £1195 



2 Games and deduct CS.Oo tram total 

FANT Sstic vS from total 

trSi AST c v ALUE any 4 Games ana deduct £5.00 from 

A" Games availably MAIL ORDER tor IMMEOIA TEdes paten 

Sd “fi Sfrunms ^ nCM P S P ,:aatf! E '- M wiwSwi 

PL EASE STATE MACHINE AND SPECIFY TAPE pr DISC. 
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AN AMERICAN 
IN CRASH 



Dear Lloyd, 

As an American staying with my 
pen-pal on a brief visit to your 
country I'm not fully justified to 
take part I n your Forum . i have only 
seen the last two issues of CRASH 
and am not, to be honest very 



knowledgeable on the state of 
Spectrum software. However, 1 
thought you might appreciate a 
different perspective. 

In general, I was pleasantly 
surprised by the British software 
industry Sure, most of my friends 
have 1 6-bit micros, and our 
software is accordingly more 
sophisticated, with disk 
adventures comprising an entire 
wonid and arcade-standard 
graphics, but 1 now believe that in 
comparison to the British industry, 
In particular that of the smaller and 



older micros like the Spectrum „ the 
human factor is somewhat 
lacking. The 'homeliness 1 of the 
Spectrum seems to have created 
a friendly, human atmosphere with 
friendly rivalry and programmers 
who seem like real people. CRASH 
reflects this atmosphere, with its 
jokey insults towards other 
magazines like C&VG and Sinclair 
User (which, as far as I can judge 
from seeing a few issues, come 
across as tacky, amateur 
imitations of the Newsfieid 
magazines), 1 think you have 
achieved a very good balance 
between professional and 
informality, CRASH with its many 
illustrations, colourful appearance 
and good layout looks neither too 
strictly ordered nor sloppy and 
unprofessional. However (it had to 
come) the human element I 
praised above has resulted in what 
i feel are human errors, ! hope you 
will take these points In the spirit of 
constructive criticism in which 
they are offered. 

Firslly h the feature called Run It 
Again fast month presented eight 
games with little in common apart 
from the fact that they ait featured 
something with two or more 
wheels. Now, I have been well 
Informed on this and I cannot see 
any connection between Turbo 
Esprit, Paperboy , Endow Racer 
and Glider Rider. One is a J cockpit ' 
view game about drug dealers, 
one is a humorous arcade game, 
one is an isometric game {about a 
hangiider, for God's sake), and the 
last is a straightforward motorbike 
racer. Neither the graphics, the 
gameplay or the scenarios have 
anything in common, and to call 
them all ' race games' seemed to 
be stretching the genre a little. 
Why not group together games 
with the same style gameplay. for 
instance games based around the 
Nemesis t heme, or Breakout 
games? 

My second complaint is about 
the ‘fanzine' in your Christmas 
issue, This seems a complete 
waste of time and space to me, 
and performed no task except for 
providing six people with a space 
in CRASH, and even their names 
had a somewhat fictional ring 
(Bertie Brie? Andres Whitham- 
Smythe?) Moreover, the content 
was bland and uninteresting, 
reviewing games already 
adequately covered in CRASH. 
The black and white screen dumps 
were unattractive after the colour 



pictures of the main magazine, 
and l m afraid I can't see how this 
could help any budding fanzine 
editor; how many of them have the 
equipment to dump screns from 
games and insert them into text as 
you did? You call the computers 
you used 1 cheap 1 but the Amstrad 
PGW82 56 costs £400 the last time 
I looked. All In all Crunch came 
across as a joke, and a pretty poor 
one considering that many people 
are struggling to sell their own , 
probably far more intelligent and 
witty, fanzines without the help of 
expensive equipment. One final 
point: if this Is a one-off, why the 
announcement that L you CAN 
hove YOUR say in the mag “? 

■Final Jy, your Forum itsetf. In my 
opinion, a few short, lightweight 
letters are essential to keep the 
letters pages enjoyable to read, 
but in the issues l have seen a 
good part of the letters were of I ists 
ofTop Ten 48K music. I expect you 
have all heard enough criticism of 
the Spectrum, and I think it’s a 
great little machine, but it has to be 
said that music is not its strong 
point (even on the 12BJ. To me, 
compiling these charts seems as 
worthwhile an occupation as 
listing the Top Ten Vic games, j 
hope I haven't offended too much 
and that you don't mind a few 
comments from a lousy Yank, 
CRASH is a fine magazine despite, 
or perhaps because of, the 
occasional hiccup, 

Richard Shay, USA 

The connections between those 
Run it Again games may be 
tenuous , but then if you want to 
argue the point you coutd say the 
w note ethos of Run it Again is 
meaningless - it's not as if each 
person just buys one Breakout or 
Nemesis game and must get the 
best so a strict consumer -guide 
approach is pointless. Run ft Again 
is just supposed to be a read, a 
way of discussing how different 
games approach a similar subject 
- not necessarily in the same way. 
Perhaps the salient point of the 
article you mention was, indeed, 
how many different approaches to 
vehicles there are on the 
Spectrum} On the other hand, I 
think your criticisms of CRUNCH 
are largely justified - and the 
editorial team learned something 
about fanzines themselves , which 
is that they take much , much 
longer to do than you expect t 



* PARADISE * 

A low cost Play By Mail computer moderated 
strategy/wargame for beginners and experi- 
enced players. 50 player games. Fixed deadline 
turns every fortnight. Start up costs £2 (inc, 2 
free turns). Each turn costs only £1 (No extras). 
To play in paradise or for more info write to Viking 
Games, 15 Greenhill Gardens, Alveston, Bristol, 
BS12 2PD. 



Q.E.S. 



Quality Approved Computer Service Centre 

We repair all Sinclair Computers & Peripherals 
LOOK; While you wait service I fixed prices, 
SPECTRUM El 8,95 FULLY INCLUSIVE 
ALL units fully overhauled and guaranteed. 

ALL Computer Spares available by post or over 
the counter. 

Keyboard Membranes Spectrum Rubber Mai £4,93 

ZXB1 £4.30 Spec I rum Power Units £13-90 

Spectrum £4,23 41 16 Memories 50p 

Spectum + £4.93 4 1 64 Memories £1,10 

Please add El p.&p. 

Upgrade your Specirum to a Spectrum + £ 29.95 + £ 1.50 pap 
For help or advice give us a ring (0202) 665313. 

Trade A School Enquires Welcomed. 

Q.E.S., Unit A, 39 Lagland St, Pool*, Dorset SHIS 1QQ. 



AT LAST! 

SPECTRUM 

AT REALISTIC PRICES 
All prices include ptist/packing, handling and VAT 
ULAfiCQQi £1199 SPECTRUM K/BGARD MEMBRANE £4,99 

IMROM £11. W SPECTRUM K/B oar DM at £5,49 

2SUA £2,99 SPECTRUM K/BOARD TEMPLATE £4.OT 

7805 REG £1.49 S PECT RUM *■ MEMBRANE £9.99 

4116RAM £1 .49 MODULATOR £9.99 

SPECFSU £10.49 | S/MANUAL £22.99 

Remember all prices include P & P, handling and VAT 
Full spares list available / Trade enquiries welcome 
Aecess/Visa. 24-hour T.A* service 
SPECTRUM REPAIRS £ 9.99 + PARTS 

ELECTRONIC SERVICES 

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FY5 3NE 
Tfcl. (0253) 822708 



Music charts. 16- bit vs 8*blt, the state of CRASH, the wickedness of 
the world * * , letters keep on coming and whan there's space to fit 
them In there's never time to get them all answered with thought- 
provoking comments and an elegant balance of wit and expression, 
typeset, printed and on the shelves In time to provoke the next 
mailbag. Still, keep trying.,, Pm still Freddie Mercury, Lloyd 
Mangram that is, and I'm still at 

POBoxlO 

Ludlow 

Shropshire S Y8 1DB 
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The Apache . . , Fierce and elusive, like its warrior namesake 
. . . Capable of defeating enemy tanks, infantry, and hostile 
aircraft on the modern electronic battlefield. 

Gunships revolutionary 3-D graphics enable you, the pilot, 
to fly into the world's hottest trouble spots . . .You'll use an 
unbelievable array of high tech information and weapon 
systems, including lasers, video cameras, night viewers, 
radar warnings, jammers, computers, missiles, rockets, 
flares and a 30mm cannon! Successful missions will be 
rewarded with medals and rank promotions. 



GUNSHIP is available for the CBM 64/12 BK, Spectrum and 
coming soon for IBM PC and compatibles. 




SIMULATION * SOFTWARE 



Please send copy/ies of Gunship CBM 64/I2B □ Cassette £14,95 □ Disk £19,95* 

Spectrum Q Cassette £9.95 □ Disk £12.95 □ Further details. 

Marne (block capitals) Address 



.Post Code- 



I enclose £_ 



or debit my Access/Visa card. Expiry date 



including 55p P+P Cheques payable to MicroProse Software Ltd. 

No. eh 



n 



G/C/2BB 

m~T 
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Vtar rai ! 0,lJllon £0 far - this year I’m checking 
on lalf OK h S * hef0r ^ w# P nntthernE ,f you can send in your POKE? 
tin tape ready to run I can check them much more easily and them's 
less chance of typing mistakes slipping in y 5 

21?!? ? e U P S 5 Sft monlh 1 to say that the 

^?^SLT^ ha . k 2 n9 h f nds used tn fGSt month's CRASH Challenge 
1 ^ have ***** made using Markie's Photof* kit. Fuml 

outstanding maps this month - for Ocean's 
S and everyone’s fave, Wtebell from Ocean 

W rf 3mved thatia ******* CRASH (Issue 52, On 

Lrtl^phyl 3 maP SPWlaCUtar with 16 ^ os « 
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the lift and wait tflJ the hovering 
eyeball moves to the right. Quickly 
hop on the lift and go up. 

Go left to the door, but don't use 
»t yet, The spinning nastie will enter 
the screen, and when rt gets close 
enter the door. Once on the other 
side, move right, enter the door, 
and you've completed the first 
tower! 



There's a new POKEing tape out 
called HACK PACK, written by 
The Nighlshitt, tt’a a col lection of 
over 100 self running cheat 
routines for games ofd and new, 
Each routine displays onscreen 
prompts^ so you can't go wrong] 
(Alleast, I didn’t when. I tested it 
- but then l*m extraordinarily 
bright.) You can obtai n this cas - 
setts by sending a cheque or 
postal order for £2,50 made out 
to Soft link (Hi.) to: Softlink (N.f.L 
19 Dunfoy Gardens Newtow- 
nabbey, Co Antrim^ Wortham 
Ireland BT37 9HZ And don't 
forget - CRASH brings you all 
the POKE? fit IP POKE! 



SHORT 

CIRCUIT 

TREAT 



GETTING HIGH IN 
NEBULUS 



Hewson's Nebulas was a big hit 
with everyone and now Karl 
savage of Barnsley has come up 
with these tips for the first two 
towers. £30 of software is 
climbing up to Karl . . . 



LEVEL ONE- 
TOWER OF 
EYES 

Walk right and enter the door. 
Once on the other side, dodge the 
eyeball nastie and go left. Stand on 
the lift and go up, but don't go 
through the door yet. Walt till a 
Spinning nastie resembling a star 
comes on the screen from the 
nght. Let it get close to you {careful 
timing is required), and just when 
if a about to hit you gothrouqh the 
door. 

Now go left onto another lift and 
go up. Once you're up, don't worry 
about the ball-shaped nastie. just 
go right and get on the lift. Once up 
here, you’ll encounter some 
flashing blocks. Shoot these away, 
ihen shoot the bouncy ball. 

Go forward to the foot of the 
steps and watch the floating 
eyeball. The sscond it goes up, 
bound up the steps and you 
should just miss the spinning 
nastie entering from the left. Go 
through the door at the top of the 
steps and you'll find yourself on 



another platform with a bouncy 
ball. Shoot rt. get on the lift and go 

Now move left and wait at the 
edge of the platform till the fern i liar 
spinning nastie enters the screen. 
When rt does, drop down off the 
ledge. Shoot the bouncy ball, 
dodge the eyeball and go Jett. 
Here, a series of platforms will 
collapse, leaving you on a lift. 

Go up (it’s a long way t) and when 
you get to the top you'll see some 
platforms going right to a door. 
The first of these platforms will 
collapse If you walk on it, so leap 
over it and enter the door (you 
should have just missed the 
spinning nastie coming from the 
left). On the other side, go left to 



LEVEL TWO - 
REALM OF 
ROBOTS 



Go left from the start and leap over 
the gaps . Climb Onto the lift and go 
up. When the robot nastie goes 
down, leap over it and onto 
another lift. Go up, enter the door, 
and you should have missed the 
spinning nastie, comi ng from the 
right. 

Once on the other side of the 
tower f dodge the robot and go left 
up the steps. At the top there is a 
lift, which you should hop on and 
go up. 

Now wait outside the door, and 
the spinning nastie should enter 
from the left. When it gets close, 
enter the door. On the other side, 
go right, wait till the nastie robot 
goes down, and then leap across 
totheJift. Go up, walk left down the 
stairs (dodging the nastie, of 
course) and get onto the lift 



John Morris has found an exert- 
ing extra game on Ocean’s Short 
Circuit called Fruit Machine. John 
says it's batter than Short Circuit 
Itself, All you have to do is load 
the game as usual and then fol- 
low these instructions: 

r, get programs, search draw unit, 
get blue passcard, I, search palm, 
get coin, d, d, d, use blue pass* 
word, open door. d r r, u. go to 
desk, use pound coin. 

If you keep searching the desk, 
you keep getting the pound coin 
- up to 50 more times. And there 
you have a free (well, sort of) 
rival to Code Masters's new Fruit 
Machine Simulated 



The spinning nastie wifi have 
entered from the left as you were 
going down the steps. Let it pass 
overhead and then go up on the 



7 " *- J r w i yu up ur | LI It? 

lift. Go left and through the door. 
On the other side you will drop 
down onto a ledge withal ift on the 
(aft end 

Let the spinning nastie (coming 
from the right) pass over, and wail 
till the hovering baddie is out of the 
way. Then dimb on the lift and go 
up. There is a door at the top, but 
don't use it. Instead, go left and up 
the stairs, being careful not to 
bump into any patrolling robots 
(this is a really tricky bit). The 
spinning nastie will enter as you 
are climbing the stairs - but in 
doing so, you should' miss it, 

Once you are safely at the top 
you will see a platform poised 
above a lift. Wart till the nastie 
beneath moves out of the way, 
then stop on the platform, it should 
collapse, and you will be left on the 
lift. Go up, enter the door at the 
top, and you will have conquered 
the second tower. 



A POKEing 
TAPE TO BEAT 
ALL POKEing 
TAPES! 
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THE NEW SINCLAIR HAS ONE BIG DISK 



THE SINCLAIR ZX SPECTRUM + 3 WITH 6 FREE GAMES AND A JOYSTICK 



ZX SPECTRUM + 3. £199 



ADVANTAGE. 





The new Sinclair ZX Spectrum +3 is a real hero - because it helps 
you to be one. 

While you’re a daring motorbike rider or the ail-conquering 
intergalactic warrior, you're gaining priceless experience in 
handling computers. 

Lo adi ng g am es is q u i c k and easy with the bui It- in d isk-d rive. 
You’ll be in the thick of the action in seconds. And the fantastic 
128K memory gives you the power to outsmart the most 
sophisticated enemy 

Get to grips with the latest high-tec graphics on the vast 
universe of games available (six of which come free). And there 1 © 
a free joystick to give you ultimate control. 

But the real hero is the person who buys it For the 
ZX Spectrum +3 is only £199, so they’ve really saved the earth. 




The amazing ZX Spectrum +2 has a built-in datacorder - to save you 
the bother of tape recorders and leads. The advanced 128K memory 
helps you get the most from the vast universe of games available. 

Every model comes complete with six free games to start 
you off, and a free joystick to make you super agile. 

With the advanced Sinclair technology you can afford to let 
your imagination go wild. Because at £139, only your enemies pay 
heavily 

BE WHO YOU WANT TO BE. 



Available at: Adders, Boots, Clydesdale, Comet. Connect, Currys, Dixons, John Lewis, 
John ivtenzles, Laaky's, Tandy* W,H. Smith, Visionhlre, Wigfalis, and all goad 
independent stores. *zx spectrum +2 0 n^, 

Recommended remil price Sinclair Z< +2 £t 39 includes VAT. Sinclair Spectrum +3 £199 including' VAT 

b 1 1.10,97 Pricae subject Ho chance without prior notice. 



Please tell m g more about the SIN C LAI P ZX Spectru nn +2 ^ ZX Spectru m +3 ^ 

Name 

Address 

SC 3 

Amstrad pic, Brentwood House, 169 Kings Head, Brentwood, Essex CM14 4IF lei: (11277) 262326 







CHEAT MODE MOTEL 



SPse 



Ding, ding! Oh drat, there's 
never anyone at the desk when 
you want to book in, is there? 
Weil, let's glance through the 
guest list while we wait , . 



SUITE 1 
INTER- 
NATIONAL 
MATCHDAY 



Set the handicap to win 99-G and 
abort the match as it is about to 
start - you'll win 99-0! 

(occupant: Stephen Kilroy) 



SUITE 2 
BUBBLE 
BOBBLE 



| (occupant: Keith Porter) 






It doesn’t took like anyone’s going to turn up. Try again next 
month , , . 



STAY ONI THE PARK 
PATROL 

Here' 5 another POKE to use with Jon North's Firebird Ion dor, which 
was correct as printed In the December issue. It gives Infinite lives 
in Park, Patrol. 



1 340 > 

■' 195 . 32 , 203,705439 



RENTAPOKE JON 

The final instalment from Jon North this month is this little 
Mastertronic s RentaJKill flit a hack. Those old cleaning blues have set 
In so these couple of lines should pul everything right again . . . 

Load the header of the game by typing MERGE H " and then add these 
lines: 



• POKE 57979.1 



Now type RUN and press ENTER 



WILL KEVIN SOUTHERN 
PLEASE STAND UP . . . 



* IN 



Oh dear, I did it again in the 
Christmas Special - 1 only gave 
away one £30 worth of software, 
to the cartographers who did all 
the Tei-Pan maps, But there’s 
stilt another C30 to award! 

It's going to Kevin Southern for 
his How To Be A Complete 



Bastard POKES, But we haven’t 
got Kevin 's address here , , . so 
please write in with your 
address and phone number [so I 
can confirm it's really you}, 
Kevin, because a crisp new £30 
note is waiting for you. 



JOE BLADE 
SHARPENED 

Ian Williams of Bradford wrote this routine to help Players's 
eponymous hero in his search for six world leaders 



CLEAR 32767 

S 5 S.SbTO »051 

iB?£ 3 E&w=w* 

;K>94278THEN Pffl NT'EBRORI' 

„ P^m-STOPCLOCK": GOSUB 1000 

l^SSSSSSStm- 

70 

00 BOMB” 

| f H q» 1 G THEN PWE65040.SO: POKE 
i pRNt'aT 10,4;" START JOE BLADE 
TAPE" nr 
^NDOMIZE USB 32768 

254 , 33 , 0 , 254 , 34 , 132 .^^ 43 

SfflSSSSSl™^* 

42',44, 120, 195.0, 96 



86 



•1 110 
• i 120 

•iiooo 

*' 1005 
#',1010 
*'1020 
• i 2000 

• I 
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THE SECRET 
UNMASKED 

And here at Iasi is the POKE to make you invincible in Gremlin 
Graphics's Mask I. It's been sent In. neatly typed in Oli fuyiiEii no, by 
David Martin of Saltbum. 



I * ! 30 



REM MASK \ POKE 
LEJT-0: LETW^O 

^ F r 320 “ TO 32051 
READ A: POKE F,A 

ND<TF T+VV * A:Lm ’ W=W+1 

n*r A 193 , 76 , 239, 221 

DATA 33 , 136 , 169,17 214 1 1 
^ 62 , 255 , 55 , 205,86 5 

33 . 62 , 2 01 , 34 , 227 ; I70 
33 . 60 , 36 , 34 , 229,1 70 
DATA 62 , 1 34 50 231 , 1 70 
DATA 195 , 242, 169 



<• | 



IN i 



i* 



fITCH INPUTS- AS EASY 
AS 1-2-3! 



Nd longer do you have lo 
delve into a mass of leads to switch 
from one TV input source to another, instead you can seleci 
and resetect your input - at the push of a button! 

Our unique 32-1 AenaJ Switch allows you Ihe choice of three 
different signal sources, plus the normal aerial socket. You can 
choose to switch from your TV aerial to video recorder, 
computer, video game, cable and satteie converter, instantly. 

It is even possible to use the unit in reverse mode and feed up 
to three TV's from one input source It s as easy as 1*2-3i 
The switch is manutaciured in the UK. to high specifications. 
It includes gold plated switch contacts which ensure very low 
signal toss and a fugh degree of isolation between adjacent 
inputs. It is even guaranteed for 5 years. 

Order your unit today by filling in the coupon betow or ringing 
us on 0686 24508 for immediate despatch , 



I To: CanitorHn Disinbutors. Newtown, Powys SY16 4LF 
| Ptease send me □ 3-3-1 Afinal Switches £4 .99 each (inc, p&p) 

I Paymeni by ChequeFostal Oder, Of please debsl my AmessMsa cart 
■ 1or£ 

| Card No. , Expry date 

Name 

| Address 

^Signature 



gmd! 






LIFE WISH 3 

We got a Gremlin Graphics 
game tq go with Death Wish 3 ff 
thq film starring Charles Bron- 
son, and now we've got a few 
PQKgs. to go with the garnet 
Chri s Wild of Shaw is responsible 



for these, and life should be a 
mite easier after you've typed 
them In. Multiface 1 owners can 
just type in 

POKE 38670,183: 

POKE 30353,183: 

POKE 4 330 1.1 03 
. . . which is a bit easier on the 
old pinkies. 




I LOAD " CODE 

LET AOD=33ii7 

HEADN 

JfN=999 THEN GOT0 1 00 

GOTO60 D ' N:LErADD=ADD+1 

USR 

DATA 205,86,5,62 183 

m™USSS* to ' njurv 




Thanks to readers Clive Snalling of Crawley, Sussex and 
Nick Sampson of Chelmsford , Essex, who sent us their indexes of the 
CRASH Playing Tips 



COMPETITION 
TIME . . . 



It's time for another exciting Playing Tips comp - and let's hope 
plenty of you dare to tackle Eton. Entries for the Driller map comp 
last month seamed to get lost in the new dimension ... so I'm 
ebll waiting for a complete Driller map and the prizes from 
Incentive are still up for grabs. 

The challenge this time is to provide working, non-Mulbface 
POKEs for Virgin Games's Eton Dare II. And the prize is worth 
hacking for: £30 worth of software plus a fat full-colour book 
featuring the very earliest Dan Dare comic strips from 1950 and 
1 951 ! tt's one for tha collectors - which Is probably why it's called 
(deep breath} Pan Dare Pilot Of The Fulure Deluxe Collectors Edition. 

Send your entries to the usual address, marking die envelope 
DAN DARE COMP. 

It’s good to be back at wo rk after the ten days of 'compulsory' 
holiday over Christmas. All that lazing about, eating, drinking and 
being merry is enough to tire any normal Playing Tips editor out, 
but I can handle It And I'll be at it again next month with another 
competition and loads of your POKES, tips and maps. Please 
send them all to: 




PS: If you send a map please draw it in dark ink on white paper - 
rt makes our temperamental artists' lives easier when they come 
to prepare h for printing. 
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** ln Knight Ore I'm most 
impressed by Rainbird's mas- 
terly crisp of what even the 
nonaci venturer wants. One of 
the best features is the ability 
to examine almost everything 
within reach; examining the 
various sorts of trees is an 
experience in itself! The only 
problem is (he speed with 
which you ran die; if you hap* 
pen to fall into a fight, then 
hours of careful adventuring 
can begone in a flash. Still, in 
a game of this complexity, 
these are the things you have 
to look out for 
Knight Orr is an atmos- 
pheric, intriguing, absorbing 
(time-consuming) ana 

thoroughly worthwhile adv- 
enture, Together with I he 
excellent novella, Level 9's 
achievement more than jus- 
tifies the high price. " 

MIKE 94% 



" Never has so much been 
packed un so few chips for so 
many. Knight Ore h so com- 
plex it's an absolute pleasure 
to play - not so much a game, 
more of a book in which you 
can write your own ending. 
The text is beautifully- written, 
both interesting and informa- 
tive story; the vocabulary is 
extremely user-friendly and 
'real' sentences or even 
paragraphs can he con- 
structed. 

Bui what makes Knight Ore 
so atmospheric is the number 
of characters roaming about 
the place — they don't just 
exist as in most adventures, 
they actually have lives all of 
their own, just as much as the 
player. 

The price is hardly high for 
a game that will supply such 
long-fasting entertainment 
ancf involvement, " 

PAUL 93% 



KNIGHT ORC 



** Knight Ort: is a highly com- 
plex fantasy adventure, full of 
murder, mystery and Suspense 
- and the odd piece of witE A 
few graphics would have gone 
down well, but 1 he program is 
easy to use and the puzzles 
are challenging. " 

NICK 90% 



COMMFMTS 



GRAPHICS: text only 
ATMOSPHFftE: beautifully- 
c rafted descriptions bring the 
game to life, and the text-only 
display allows you to visualize 
exactly what you want (as 
gory ur as Sim pie as your imag- 
ination allows!) 

GENERAL RATING: a com- 
plex, challenging adventure 
packed with detail - Level 9's 
best to date, and that's saying 
something 



Presentation 89% 

Vocabulary 92 % 

Complexity 92% 

Addict! ve qua! ities 9(1 % 
OVERALL 92% 



e ' re ready to 

i e% P re5ft tJUr sympathy for 

i '/jj.j OKI, ■he persecuted and the 
exiled, and in the three- 
* par! Knight Ore you can 

take on the role of a persecuted and 
exiled ore, wandering helplessly 
around Middle Earth, running the 
risk of being injured or kilted by 
almost anyone you meet. 

As Level 9's text-only adventure 
begins vnu are lanced by a knight 
tin his horse. You do survive, but 
the landscape you find yourself in is 
far from encouraging, There is a dis- 
mal fairground, a hideous-looking 
c as Iky and a ga Hows cm | he skyline. 

And when you set out on foot it s 
a fondy journey. Ask any of the 
characters on the mad for help, and 
they all say 'Get lust buster'. 

There's no romfoi 



in the Ore's Head Inn, eft her. It has 
an 'atmosphere of gloom and 
depress tun', and the licensee cer- 
tainly doesn't serve beer to ores. If 
you linger in the pub long enough, 
violent incidents arise, 

But being killed isn't so much a 
setback as you might have feared. 
You are promptly carted off to 
Paradise (or is ft Valhalla? j, and yuu 
can get booted out by a rather 
stuck-up Valkyrie equally promptly. 
Your stay in Paradise may not fast 
more than a few seconds — enjoy it 
while you can, before you resume 
the trials and tribulations of the 
game. 

The three subgames Loosed Ore', 
A KimlOfMdgk and Hordes Of The 
Mountain King are each on a differ- 
ent tape and together make up the 
Knight Ore world. 



SOfiie parts of the woodland there 
are gulden objects to be found; 
other areas have nothing at ail (0 
offer. Probe every nook and cranny 
you can, though the program will 
never tire of telling you that 'that's 
probably just scenery 1 . It s an ore's 



Its a world of magic, with 21 
spclb to learn, but also a world of 
woods, glades, spinneys and grn ves 
of all kinds of trees, and you can 
spend much lime wandering 
around them for through the 36- 
page handbook and novella). In 



rl to be found 



loosed Oft 
A Kind of IVT^gic 

Hordes of the (Woun rail 
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NOVELLA & PLAYGUIDE 
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CHRIS HOLLAND meets the three adventure purists behind Knight Ore 



LEVEL HEADS 



SOFTOGRAPHY 

Smashes all the way 

Level 9 was established in 1981 and the Austin team's firsl releases 
included Space invasion and Extended BASIC. Then the adventures, most 
of them on ihe Level 9 label itself, si a Fled coming . . . 



CRASH review 



1984 

Level 9 begins dtie-sheel system for helpless adventurers 

Return To Eden 
Erik The Viking 

1985 

The Secret Diary Of Adrian Mole Aged I3 ¥a 
E merald hie 
Red Moon 
Worm In Paradise 



1982 

Colossal Adventure 
Adventure Quest 
Dungeon Quest 

(These three titles were released in one package by Rain bird in 1987 as 

Silicon Dreams) 



1983 

Level 9 starts writing for the Spect rum 

Snowball 
Lords Of Time 



9/1 0 Issue 6 
recommended Issue 3 



1986 

The Price OfMagik 
Jewels Of Darkness 

1987 

Knight Ore (for Rainbird - review this issue)} 

Gnome Ranger {on the Level 9 label) 

1988 plans 

Time A Magik (for Ra inbird I 

an adventure of Arthurian England (on the Level 9 label) 



8/10 Issue 11 



9/10 Issue 23 
9/10 Issue 16 
9/10 Issue 20 
9/10 Issue 26 



94% Issue 30 
94% Issue 36 
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Y ou might have thought 
only shopkeepers live 
above Ihe shop, bul 
four terraced houses in 
Bracknell are the 



offices, workshops and homes of 
the Austin brothers. They are 
Mike, Nick and Pete, and ihey 
spend most of their lime looking 
after the shop - Level 9 
Computing, Ihe adventure 
factory responsible for Emerald 
hfe, Gnome Ranger and now 
Knight Ore. 

When I met them in November 
they had pretty well decided nn 
the games for 1 9ft8 and sadly it 
looks as though the most 
interesting, a combined arcade/ 
advenlufe, game will not he 
released for the Spectrum, 

Though the Austins are keeping 
the story line a secret , it 's likely to 
be a game with text - too much 
text for the Spectrum's memory. 

Level 9's next Spectrum title 
will appear about Easter, 
presenting the further 
adventures of the wonderful 
Ingrid Bottomlow in a Gnome 
Ranger IL Pete sees her as a sort 
of young Norah Batty, so perhaps 
we'll see her before her stockings 
wrinkle. 

Planned for the end of 198ft h 
a survival game which will 
involve problems solved for real 
by Pete Austin in the great 
outdoors of Berkshire. This wifi 
be text-only on the Spectrum - a 
great loss, considering the 
graphics in Gnome Ranger. 



GNOME tN THE USA 

Level 9 is branching out into the 
arcade/adventure fiefd, but it's 
unlikely the Austins will stray 
much further yeL They see little 
prospect of the educational' 
software market growing large 
enough to be profitable, and fur 
similar reasons they are unlikely 
to introduce a budget label - 
particularly as in the 1 b-bit 
market their prices si art at 
£14.95, with many costing twice 
as much, 

They have, however, recently 
started selling in the USA a nd 
have gone in at $19.95 (about 
£11). That's near the bottom of 
.. . - 



- - i ~n , - r 

the price-range there hut Pete 
says 'we do not intend to sell on 
the basis of price, but of quality, 
'It's a bit early to tell how sales 
are going,' he continues/ but if it 
carries on at its present rate, half 



of our of all our sales will be 
(here / Four Level 9 titles have 
already gone on safe in Uncle 
Sam's great republic: Silicon 
Dreams, taws Of Darkness, 
Gnome Ranger and Knight Ore . 

BACK FROM A LONG 

SILENCE 

Commenting on why Level 9's 
sales have stayed high in a 
notoriously fickle market, the 
Austins explain that they always 
write the games ihey most wish 
to play themselves - and have 
found, so far, that most others 
like them loo. 

There was a long silence from 
Level 9 after Silicon Dream- and 
then two adventures released in 

3 oick succession. Mike explains 
rat the gap of almost a year was 
largely because all Level 9's 
games were being converted and 



greatly expanded to run on 1 6-bif 
machines - mainly the Atari ST, 
but also the Amiga. Now this has 
been completed, and the Austins 
hope to release four io six games 
in 19&B, 

The Austins are confident their 
games will win, believing no 
other programmers offer 
anywhere near enough pure 
strategy along with the puzzle' 
solving. Pete, particularly, 
believes mosl other adventures 
simply aren't logical enough, and 
often contain anachronisms (the 



credibijity of a game is lost if 
you're in a medieval setting and 
you find a battery-operated 
torch, he says, though many 
players take that as part of the 
fantasy). 

EMBARRASSING 

TITLES 

Another problem is that (he titles 
of many adventures are so long 
and weird that people find it 
embarrassing to ask for them in 
the shop, says Pete. H e thinks 1 hts 
is why The Hobbit still sells so 
well - it's a short, simple title 
which is easy to remember. 

Celtic names (real or invented) 
also get the t humbs down, as they 
a re very difficult For most people 
to pronounce correcily and if 
spelled in a more English fashion 
only offend the Welsh or Gaelic 
speakers, 

A third of Level 9's sales are Io 
women, which is most unusual in 
the software market, Pete 
comments: 'J feel that the main 
way to make women more 
interested rn computers is to 
change the advertising. Mosl 
advertising seems to emphasise 
the violent aspect of games and 
white nobody wants things like 
My Lthle Pony prancing about, it 
would be better to point out that 
computer programs can be 
interesting, informative and 
broaden (he mind. Unfortunately 
violence does succeed in celling. 
If you have an essentially boring 
concept (he best way to jazz it up 
is to add some blood. This is what 
Hollywood has been doing 
successfully for years, bul what 
you really need is a good script.' 



He suggests that 'what 
magazines like CRASH should do, 
ralner than ban violent or overly 
aggressive advertising, is relegate 
it to (he back of the magazine 
where it's less obvious'. The 
perennial argument against that 
is that many people actually read 
magazines from back to front. 



VOMIT GAMES 

All (he Austins dislike (be kind of 
game where characters are 



violently decapitated and a little 
gnome comes along and kicks the 
head off the screen. They hope 
that these games, which ihey call 
'vomit games' after their usual 
sound effects, are just a passing 
phase that will disappear as the 
industry grows up. In their games 
there is almost no a (lacking, and 
in Gnome Ranger the worst that 
happens to anyone k that the 
witch gets her wand broken. 

Even in earlier Level 9 games, 
where il was sometimes possible 
to kill characters, they would 
come back laier in the game, as 
ghosts, and cause more (rouble 
than if you'd left them alone. 



THE PUZZLE NOT THE 

PICTURES 

The Austins would also like to 
change (he way that in so many 
top-selling games all the effort 
goes into presentation and 
graphics, rather lhan gamepiay. 
They say they've always done 
Ihings (he other way round - the 
important thing has been the 
puzzle, not fust pretty pictures. 

Going on to explain now they 
think adventuring wifi develop, 
the Austins all agree that there 
will be much more interaction 
between player and nonplayer 
characters (MFCs). The object is 
io make these N PCs far more real 
and to construct puzzles which 
will be impossible (o solve 
without their cooperation. In 
other words, the adventure will 
become more like an interactive 
book. 

'I think (hat for a long time to 
come there will be a market for 
text-only games, in the same way 
lhai though many people have 
videos book sales are si ill very 
good / says Pete. 'You can take in 
a lot more information by reading 
than by watching TV. This is w hy 
when books are adapted for TV 
and radio half the plot must be 
left out. You can gel moreover to 
the player by the use of text than 
graphics - this is especially true 
of the home compu ter where 
graphics are still relatively 
crude/ 

The Austins intend to carry on 
using graphics - and some 
movement, such as clouds and 
rippjing water - and mure mood 
music, though they won't pul 
thal on the Speccy. 

They are also working on a 
basic problem with all 
adventuring; though you can 
read quickly, inputting is very 
much slower, despite the use of 
abbreviations, They haven't 
solved, the problem ye(. Says 
Pete: ' I don't like icons. A 
number of people use them, but 
they don 't give enough fl ex ibil ity . 

11 then looks like a multiple- 
choice game, which Io me 
essentially gets rid of too many of 
the puzzles. ' 



a 



You can get more over with 
text than with graphics 



rr 




If you have a boring concept 
the best way to jazz it up is to 
add some blood 
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* For 2 « haw bofti saying that MULTIFACE IS THE ESSENTIAL SPECTRUM COMPANION 

... a(1verts tned to describe or one page what reviews uniformly praised on many m* A 
\\e believe everything was said about it already (please send a SAE if you missed it) 'and “ 
very >_ _ev en the extraterre strials - knows that when it comes to copying Spectrum programs between 



tape/d.siAmnriage/waier, there b_ONLl one way, ONLY "ne Tolution, ONLY one product* 

the MILTIFACE. 



we T fLT Min TIFAr is .hf h t i r w( \ nevCT considered dropping the price, as 
we teel MULTIFACE is the best value for money (and there is no competition left anyway) 

But as our bid to celebrate the opening of THE YEAR OF THE ROBOT, you will have* 

an opportunity to buy t hrough mai l order ALL of ROMANTIC ROBOT hardware with 

and software with This unique offer will last until February 1988 onlT^ 

provided the aliens will not get hold of the whole lot first Need we say anymore? 

MlOlMICT IV “|!V nF n E 11 ' , "' f S|J " , ; tr,,,T,+ '’- *™«« 12* f« uny nUivr Sprclrwn. HIWM'K I J W C m 

ti j-t-li ' ,■ 1 * H ' J,j '' prtiiler intcrTai-r An IiMAJS S|n ( tram, »nd Hip VIDEOFACE [JHilTfSEH - A \\ v . i 1 1 1 fT H T i ' i W i^ J ,i 
lln OEMK disassembler (to Mi'Ll IKU E I / 128 / MII/JIIIIM), Ml SIC TOMum and mW-S-EXPHESS 

® rjii Aj _ 'fKPt - 



£5.00 off 
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SON, HERE 6 THE MULTIFACE - THE ANSWER 
TO LIFE, THE UNIVERSE, AND EVERYTHING I 



aaBBinm 



VE5, BUT IT WAS WORTH THE 
JOURNEY - THEY EVEN HAD IT 

ON SPECIAL OFFER. youR 

COUSINS AT ROMANTIC Ag k 
ROBOT ARE DOING 
BRILLIANT WORK 'IpU 

and the whole mF* 

EARTH REJOICES W £ f S, 

BY CELEBRATING [L^ 

THE YEAR OF THE Kr 0\ _ 
ROBOT J* J| t t \ \IT 



& 



THBYcAR Of TH€ ROBOT* BC PART DfTt 



I enclose a Cheque/PQ for E ,u |\ * Europe please Pteose send - 

____ I add tl overseas C 2 MULTIFACE ONE z 

or debit my No| MULTIPRINT £; 

u * 1 1 ‘ * ' L 1 — 1 — w /through port £ 

e — Cafd B*P*ry GENIE /GENIE 120 E 

Address MUSIC TYPEWRITER £ 

Tbl MC _ cvnnrev a 



E3495Q MULTIFACE128 C39.95D 
£34.950 MULTIFACE3 E39.9&0 
E39.95Q w /through port C 44,95 □ 

E 6.95 □ VIDEO DIGITIZER E64.00Q 
£ 4.95 □ WRIGGLER E 2 950 



TRANS-EXPRESS cartridge □ diskO wafer □ E 6.95ea 



15 Hay land Close London NW&OLH Uf 24 hrs 



*01-200 8870 QJ 







WIN A FABULOUS PHILIPS 
COMPACT DISK 
GHETTOBLASTER 

COURTESY OF HEWSON 

PLUS 25 COPIES OF THE FOUR SMASH HITS COMPILATION FOR THE RUNNERS-UP 





Hewson are about to launch their second compilation pack, called Four 
Smash Hits . This little beauty contains Exoion, Uridium +, Zynaps and 
Ftanaramg, and Is welt worth shelling out a tenner for. 

If you fancy owning this compilation but can't be bothered to pay tor 
it, you could always enter our com petition, which features 25 of them as 
runners-up prizes. 



A small incentive is also on offer in the shape of a copy of the compila- 
tion plus a Philips portable CD/cassette/tuner with five-band graphic 
equaliser and four speaker-system. 

Interested? Good, Find the ten Hewson games hidden in the 
word square below f and one of these prizes could well be yours {game 
names consisting of two words or more appear as a connected block). 
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When you’ve found the hidden 
Hewson games, just write the titles 
on the back of a postcard or sealed 
envelope with your name and 
address — and don't forget to put our 
address on the other side! 

It’s: HERE’S LOOKING AT 
HEWSON COMP, CRASH, PO Box 
10, Ludlow, Shropshire SY8 1DB. 

Entries must be received by March 
8, and the decision of CRASH’S 
appointed judges is final in all 
respects. They just may feel like 
blasting your ghetto, so look out. 
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THE 

THE 



NTLINE 

with Philippa Irving 4 



AND 

’PC 



AT LAST, after months of bashing out Frontline on my old battered 
typewriter. I have a shEny new supercortvenient Amstrad PC word 
processor. With this marvel of fairly modem technology I can rearrange 
alt my sarcastic comments at the touch of a button, instantaneously 
delete paragraphs of philosophical waffle, change typeface to my heart's 
content, and even correct my appalling spelling, j am enchanted. I am 
also discovering for the first time that computers really can be useful. 

Obviously computers can play an important everyday role in a 
business. But it was one of the fanciful fallacies of what the popular press 
called the computer boom ' - the flurry of home-computer-buying that 
has slowed down because most people who want one have now got one 
- that a home computer could work the same kind of labour-saving 
wonders. One heard stories of somebody's friend who had 
'computerised his home r or ran his central heating with the computer. 
Parents bought computers in the firm belief that a Spectrum or 
Commodore would give their child an education in the modem and 
apparently all-important mystery of the computer, hoping that once 
they'd got tired of the games that came with it- Horace Goes Skiing , 
Scrabble, the immortal Radar Rat Race - they would start to put their 
machines to 'proper' use. 

But what really happened was that the child, havi ng got tired of Horace 
Goes Skiing and perhaps found that BASIC could make the border go a 
funny colour or print 'Dundee United Rules' thousands of times on the 
screen, would proceed to more sophisticated game software. Parental 
scorn would start; "You've not bought another stupid game, have you? I 
didn't buy that computer so you could spend time playing silly games on 
it. Why don't you do something useful? Why don’t you learn to program ?' 

Some young computer- owners did indeed Jeam to program, But what 



did they program? What was the only thing there was any point in 
programming? Games! 

Perhaps you could run the central heating from a Spectrum, but 
modern heating systems have perfectly adequate control systems of 
their own, The contents of the freezer can be monitored by opening the 
door and looking In, The small memory of home computers, and the 
tacky keyboards of early Spectrum models, preclude serious word 
processing. In fact, the home computer has only one nongaming 
function; it provides a kind of familiarisation course for the few 
schoolchildren who dp go on to commercial programming. Whatever 
uncomprehending parents may believe, a home computer is nothing 
more than a flexible, fascinating games machine. 

And we should not be ashamed of that, ft can be frustmf ingly difficult 
to convince those who have never come across a good computer game 
that they can be as valid an intellectual pastime as traditional board 
games and puzzles; they lack the social aspect of group gaming, but 
properly used they offer the solo player a wealth of entertainment at his 
convenience. 

It's only prejudice that compartmentalises entertainment, finding live 
theatre and reading thoroughly good, television dubious, and computer 
games a mind-rotting invention of the devil. There are bad and good 
plays and bad and good computer games. 

And it is only a more specialised prejudice that considers a poky little 
home computer - with what is, these days, a tiny memory - wasted on 
games. Though my gleaming new word processor is a great 
convenience, and invaluable for processing PBM turns, nothing will 
convince me to write my novels on it. 



SORCERER LORD 

Producer: PSS 

Retail price: El 2.99 (cassette}, £17.99 (disk} 



Fantasy games always provide a 
refreshing alternative to the 
interminable mud and metal of the 
Second World War h but it's 
unusual for a fantasy war game to 
be as complex as a simulation of a 
historical battle, ft's probably not 
that authors are incapable of 
making up detailed statistics, 
landscapes and backgrounds - 
more likely they believe that 
people who want to play fantasy 
games are less concerned with 
such fiddly details and want 
simple combat, lots of D&O- 
Inspired races, and the chance to 
throw fireballs around. 

But I for one would love to see a 
fully-fledged war-gamer's fantasy 
war game - and with Sorcerer 
Lord the ever-enterptising PSS 
makes a gallant though flawed 

50 CRASH February 1 988 



attempt. 

So don't be put off by the box t 
which declares that Sorcerer Lord 
is by the author of PSS’s 
Battlefield Germany, a game I 
found almost unplayable (it was 
credited to Cybercon Enterprises), 

Inside the box Is a player's 
manual, a glossy PSS catalogue 
almost as large as the rulebook, a 
reference card listing the control 
keys and the meanings of the 
symbols, and an extremely well- 
drawn map of the Lands Of 
Gal an or on sepia fake parchment. 

The detailed rulebook opens 
with The Scenario. And. naturally, 
sinister and evil twisted ghost is 
things from the north are marching 
southward from their wastelands 
to do battle with the clean-limbed, 
upstanding, civilised races in the 



south. It's one of the great 
mythological pattern s of computer 
war-gaming that the enemy 
marches from the east if it's 
historical and the north rf it s 
fantasy. 

The citizens of a mysterious 
region called the Shadowlands 
have, after several unexciting 
millennia, acquired a new 
Shadowtord. His predecessor was 
a peace-loving sort, but the 
newcomer wants to stir things up. 

The ambitious new Shadowlord 
has sent his Shadow Legions - not 
people. but magically-engineered 
Wolf riders and warriors 
commanded by misguided 
humans - to invade the Lands Of 
Galanor and recapture the 
enchanted rune rings which were 
created there by the magic people 
□f the Shadowlands long ago. 

The player's task - as the clean- 
shaven men of Galanor, of course 
— is to repel the Shadow Legions, 
preventing them from capturing 
and holding fortresses and rune 
rings for more than 1 2 consecutive 



days. (If they manage to, they 
achieve victory.) The fortresses 
are also the player's only sources 
of reinforcements, so the more 
that are in the power of the 
Shadowlord the less chance 
Galanor will have to raise troops to 
recapture them 

There are five different races in 
Galanor, and all have special 
characteristics. Elves move and 
fight well in woodland, of course; 
the Men Of Bovanium [the most 
southerly and so naturally the 
most civilised nation) are skilled in 
sorcery; and the Mountain 
Warriors Of Morgalion are adept at 
fighting in mountainous terrain. 

After the opening menu [where 
you choose one of three skill 
levels, and can load a previously- 
saved game), Sorcerer Lord 
launches abruptly into the 
Shadowier d r s first movement 
phase. In fact, three phases 
quickly tumble across the screen 
and the Shadow Legions are 
already streaming southward 
before the players gets a chance 



to intervene. 

Anyone who has played 
Battlefield Germany will recall 
warting for 15 minutes while the 
computer plodded through its 
turn, I lavished scorn op this 
appalling piece of programming (it 
got 42% Overall in Issue 40). and 
so Im almost ashamed to admit 
that Sorcerer Lord goes to the 
opposite extreme with an effect 
almost as damag ing to playabiti ty . 

Tine Shadowlord whizzes 
through his movement phase like 
Battlefield Germany 20 times 
faster and then - which is more 
serious - resolves battles so 
quickly that It's extremely difficult 
to follow what's going on. A 
summary of the riders and warriors 
lost by each side is flashed on the 
message area for just a few 
moments. 

&ut most maddening of ail is the 
war report, a full screen of detailed 
and interesting Information about 
the state of each army and the 
ownership of the many fortresses 
and rune rings. This is the sort of 
thing that one would wish to study 
at leisure, and frequently . On some 
versions of Sorcerer Lord you can 
summon it with a keypress at any 
time; but on the Spectrum, it 
appears for two seconds - literally 



- at the end of each combat phase . 
It's as if the author realised that 
Battlefield Germany is too slow, 
changed a few variables to a lower 
value picked at random, and never 
checked whether the new speed 
is any m-ore convenient. 

The screen map is hexagonal, 
as in Battlefield Germany. The 
Sorcerer Lord map is a little more 
attractive, though the ragged 
edges made enevitabte by the 
hexagonal layout are untidy and 
the contours of the land are 
blocky, The fortresses, citadels 
and rune rings are set in a varied 
landscape of forest, mountains, 
plains, deserts and the occasional 
patches of wasteland, 

Though there are several 
hundred riders and warriors 
stationed in every fortress, they 
cannot be mobilised without a 
leader (here Sorcerer Lord 
resembles Lords Of Mkinrghf). As 
the player starts off with about 20 
unmanned fortresses and just 
three leaders under his command, 
things are rather discouraging, But 
fortunately, every turn there is a 
Galanor Alliance phase, when new 
leaders wake up to the imminent 
danger and materialise for use In 
their own fortresses. 

Fortresses also generate extra 



troops at random. And any leader 
can build up a huge army simply 
by going round the map recruiting 
warrior and riders, but this takes 
time- and meanwhile the Shadow 
Legions will have taken over the 
undefended fortresses and rune 
rings. 

The abilities of each army are 
defined by four factors; the value 
of its leader. Its leader’s skill in 
sorcery, its fatigue level, and its 
movement rate. Combat between 
adjacent enemy units is not 
inevitable; the player can decide 
to attack by moving onto the 
enemy’s square, which is then 
marked with a battle sign. 

Combat is resolved after the 
player ends the movement phase, 
and various factors, including 
leadership values and terrain type, 
determine the result. 

The most novel factor fs 
S orcery. If the battle takes place 
near a rune ring - and the nearer 
the better- the side which controls 
the rune ring can take power from 
it to summon Sorcery, The 
strength of the Sorcery cannot be 
predicted, but is affected by the 
leader’s Sorcery skill and distance 
from the rune ring. 

Weak Sorcery merely alters the 
weather conditions in the- caster's 



fa vou r {perh aps i t only rai ns on half 
the battlefield . . , but 
Devastating Sorcery brings down 
a whole host of scream Ing demons 
on the enemy. 

Despite all the imaigi nation that 
has gone into Sorcerer Lord t and 
the obvious potential for varied 
and thoughtful tactics, the 
gameplay is awkward and dull 
(though technically it’s a great 
improvement on Battlefield 
Germany 1. The game lacks 
atmosphere, for all the care that 
has been put into the packaging. 

But some people will find a lot to 
enjoy in Sorcerer Lord r and It’s 
encouraging to see this sort of 
fantasy war game released at all. 



Presentation 60% 

The packaging is superb, the 
programming gauche 

Graphics 75% 

Attractive, though rather 
characterless 

Playability 64% 

Difficult to enjoy 

OVERALL 70 % 

Interesting aspects, but try it out 
before investing 



BLITZKRIEG 

Producer; CCS 
Author; K Wright 
Retail price; £9.95 

Blitzkrieg is a large-scale 
simulation of the German invasion 
of France in May 1940. It comes 
from CCS's increasingly reputable 
designer K Wright, whose 
previous credits for the company 
include Yankee and the Smash 
Napoleon Af War (they earned 
87% and -95% Overall respectively 
In Issues 42 and 34); and don't 
worry, this well-presented and 
playable game is nothing to do 
with Ariolasoft's terrible 
Commodore 64 Blitzkrieg. 

A centre-spread map in the 
nicely-produced rulebook shows 
the historical plan of attack by the 
Axis powers, which was of course 
successful, A diversionary attack 
was launched from the German 
border Into central Belgium, and 
while the Allied defences were 
engaged there two Axis armies got 
underneath the fine to the south, 
dashed through Switzerland, and 
made it into France, The campaign 
forces included armoured 
divisions, parachute regiments 
and substantial air support. 

Blitzkrieg doesn’t let the player 
manipulate all aspects of the Axis 
invasion - you can’t even 
distribute those charmingly 
abstract air-support points 
common in games of this type - 
but concentrates on the large- 
scale movement of the six-divi&Ton 
armies, 

It bears a strong visual 
resemblance to programmer 
Wright' s previous games Waterloo 
(from Lothlorien; 92% in Issue 23) 
and Yankee. A clear, attractive 
map fills the screen without clutter 
in the margins, and a narrow strip 
along the bottom contains a menu. 

Because the menu is squeezed 
untidily into such a small space, 




most of the Spectrum's limited 
display can be given over to the 
map: the entire play area fills about 
four screens, scrolls without fuss, 
and covers the eastern part of 
France, ail of Belgium and 
Switzerland, most of Holland, and 
the western extremity of Germany. 
All are clearly marked onscreen so 
you don't need the map and can 
stay glued to the set. 

There are seven different types 
of terrain, including country 
borders. Units appear as the 
traditional squares. 

This innocuously traditional 
appearance hides an innovative 
and unexpected system of play. 
The player commands the 4th, 6th, 
12th and 16th armies, and the 
Panzergruppe Kleisl, and though 
each army is divided into six units 
(infantry, armoured or 
mechanised) it can only be given 
orders as a whole. 

And unlike Wright's earlier 
games, Blitzkrieg does not offer 
the easy option of overriding the 
artificial Intelligence and placing 
units individually. The intention is 
to simulate the uncertainty of a real 
campaign, where decisions made 
by commanders pushi ng counter? 
across boardroom maps cannot 
always be implemented in real life. 



Yet it’s not as frustrating as one 
might Imagine . . . 

Though units cannot be 
controlled individually, they fight 
separately, The strength of a unit 
is expressed in a rough 
percentage figure, chipped away 
5% at a time, and - as in Yankee- 
morale also affects a unit’s 
performance. The stages of 
morale range from Excellent, 
which adds 30% to the unit's 
effectiveness, to Abysmal; It goes 
steadily down depending on the 
unit's losses. It seems morale 
never improves, so I expect most 
of the army is extremely 
depressed by the end of the game. 

Movement is unusual; the player 
can try to form lines of units 
without having control over the 
individual units. You set the central 
position for which the army will 
aim, and can mark right and left 
flanks to determine how far north 
and south the units will go. 

If the central' position is used on 
its own without a right and left 
flank, all units will commit 
them&eives to a tong narrow front 
tine against the enemy, tf, on the 
other hand, the player sets all three 
markers as dose together as 
possible, three of the army’s six 
units will hustle tightly forward and 
three will hang back In reserve. 

But everything is very 
indeterminate. The player can only 
give orders tor the advance and 
hope that the front-line units will 
manage to stay roughly together; 
because terrain takes Its toll on 
movement points, some get on 
considerably faster than others. 

The movement orders are used 
to dictate the whole army's 
general intentions, The ATTACK 
order means every unit will attack 
every enemy unit it comes within 
range of. and should be used only 
when you're convinced that an all- 
out assault will not be too 
damaging. DISCRETION is the 
standard order; the army's 
commander will weigh up the 
factors and decide whether to 



attack an adjacent unit. RETREAT, 
no! a very useful order, limits 
combat to defence. 

Because the armies should be 
on DISCRETION most of the time, 
attack decisions are usually out of 
the player's hands. Once the 
movement orders have been 
given, you can Just sit back and 
watch while your side advances 
and attacks. Movement and 
combat are displayed In separate 
phases, at a brisk pace which 
demands attention. There's no 
chance to get up and make a cup 
of coffee or turn over a record, 
unless you don't mind missing 
some of the action. 

The map scrolls to where 
movement or combat is taking 
place and shows each step 
separately. Even If a unit is 
attacked by three adjacent units. It 
defends itself against each in turn, 
and units don't combine attacks 
as effectively as in many games, 

Terrain modifies the 
effectiveness of an attack, usually 
to the disadvantage of the 
attacker; trying to launch an 
offensive from the middle of a 
major river not unsurprisingly puts 
a unit at a 46% disadvantage. But 
these terrain effects would be 
more interesting If you could 
determine more exactly where 
units are going to end up. 

After a particularly successful 
combat, a unit may advance into a 
space left by a retreating or routed 
enemy. Or at the end of the 
combat phases unit may disband 
and redistribute its strength 
automatically to other units. 

There are various victory 
conditions - or, rather, conditions 
which will end the game. Ray is 
terminated if the effectiveness of 
either army falls too low, if the 
Gormans make it to the key city of 
Amiens near Paris, rf even a single 
Allied unit gets through the 
German lines, or If the German 
armies don't get far enough west. 
Victory is then decided simply on 
the effectiveness of the two 
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armies, and the Axis side wins if it 
seems France is likely to tall in the 
circumstances. This abrupt cutoff 
can be frustrating, but you can 
choose lo carry on 
On my first attempt at Sitzkrieg 
I made ih© same mistake as the 



Ai I ies did in com m ittl no myself to a 
static war of attrition. But the way 
to be successful is to advance as 
quickly and aggressively as you 
can. and I found to my satisfaction 
that the Allies shrank back readily 
in the face of a forward thrust. On 



my third game f got a 'substantial 
German victory ', but that was only 
on the first revet; there are three. 

Though there are many 

rest actions - you can only piay the 
Axis side, there's no two -player 
option and you can't position units 
exactly - the quality and playability 
of Blitzkrieg make the lack of frills 
irrelevant. it's fascinating, 

compulsive and so 



Straightforward to control that 
nothing interrupts the fEow of 
gameplay. The game only drags in 
the earliest movement phases, 
where - as in Yankee - one has to 
watch the map scrolling around 
blank expanses while invisible 
enemy units move. 

The substantial ruiebook gives 
historical background and a clear 
description of the game's 
mechanics - and, as is becoming 
standard, the programmer pleads 
his cause and anticipates criticism 
by defending the idiosyncrasies of 
his game, 

Blitzkrieg is thoroughly 
recommended to everyone, 
whatever their preference in 
games. Its straightforward 
operation won't bewilder 

someone unused to wargames, 
yet its possibilities are complex 
enough to challenge experienced 
strategists. Most important of all, 
it's fun to pfay. 

Presentation 89 % 

Almost immaculate 

Graphics 90 % 

Minimalist and extremely 

effective, with space used well and 
the onscreen map dearly marked 

Rules 85% 

Thorough and well -presented 

Authenticity 80% 

Unusually fast-moving and 
atmospheric for a traditional game 

Playability 93% 

Com pelling and absorbing 

OVERALL 90% 

Definitely worth buying 





BY KEN WRIGHT 



Blitzkrieg simulates the German attack in May 
1940 when the Low Countries and France were 
overrun, The French Maginot Line was by-passed 
by the mighty German army spearheaded, by 
KteiSt’s crack Panzergiuppe. 

GAME FEATURES: You command 5 German 
armies by a unique system of 3 cursors which 
enable you to s©( up a line of advance. The Allies 
defence is master-minded by ihe computer. Large 
scrolling map on varied terrain, hidden movement 
and 3 levels ol difficulty. For 1 player. 




SPECTRUM 40K & 1 20K - £9.95 
Available Mail Order by return from 
Cases Computer Simulations Ltd,, 

14 Langton Way, London SE3 7TL 
Tel 01-658 0763 







WIRD 
UNSER SEIN/ 
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- 38 PACKED PAGES OF THE LATEST GAMES 
REVIEWS FOR AMIGA, ATARI ST, 
COMMODORE 64/1 28, SPECTRUM 48/128, 
AMSTRAD CPC/PCW, SEGA CONSOLE and PC 

COMPATIBLES 
PLUS 

COIN-OP CONFRONTATION 
RACIAL DISCRIMINATION IN COMPUTER GAMES 

(Mel Croucher) 
GAMES CENSORSHIP (John Gilbert) 
TOWARDS A TAPELESS STUDIO (Jon Bates) 

ON SALE NOW - THE PERFECT COMPLEMENT TO 
YOUR MONTHLY CRASH! 

AND ISSUE 4, ON SALE FEBRUARY 18 . . . 

THE BIGGEST EXCLUSIVE OF OUR TIME - AT LAST THE 




STORY 



A mammoth event featuring interviews with the people who were Ultimata. They tall the 
story of their success and why they disappeared, with soma startling facts never before 

heard. This issue’s a must! 







y SPECTRUM UPGRADE! 



LOAD 4SK PROGRAMS IN ONLY 3’/i SECS!* 



WITH THE 



PLUS D 



DISC/PRINTER 

INTERFACE 



★ Up to 780K storage with 3-5 or 5-25 discs, 

★ Instant transfer from cassette or disc with snapshot 
button - up to 16 4BK games or 6 I28K games per disc. 

★ Load/Save in an amazing 35 seconds | I28K fr, 10 sea.} 

it Print screen at anytime with unique snapshot print. 
Single or Double size. 

it Compatible with a wide range of serious 

and most games software. Can use Disciple discs, 

★ From MGT... the designers of the Disdple - Supported 
by INDUG - The Disciple Users Group. 



Add the power 
and speed of 
a DISC DRIVE 
to your SPECTRUM 

(any model except +3) 





£ 


□ 



FOR FULL DETAILS BY RETURN POST, PLEASE SEND SAE 

MGL Unit 4, Chesterton Mill, 

French's Road, Cambridge V ^ 

i CB4 3 IMP or call 0223-311665 X ilflmS 1 M iwm 



MILES GORDON TECHNOLOGY 
^ 



" Timings are approximate, depending on dnve. 
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CRASH & SPECTRUM 
SOFTWARE HISTOR Y 
BINDERS 



Lloyd Muigram 1 ! successful CRASH & Spectrum Software History, which 
was concluded Jut issue , adds up to 96 pages: +5 pages idling the four-year 
story of CRASH magazine and the Spectrum software world, and 48 full- 
colour reprod uctions of CRASH covers by artists Oliver Frey and lm Craig 

Rather than leaving the CRASH & Spectrum Software History in several 
separate issues , many readers will want to keep the collection together. 

And so CRASH & Spectrum Software Historv hinders are new available 
by mail order tor 14-50 each (£6.50 outside mainland UK), postage and 
packing included. 

,„I hat P !?? C iQcludes of Lloyd Mangram's Lookbacks for the years 

1984, 1985, 1986 and 1987, and a selection of special articles on the 
development of the Spectrum, and its software. 

These, together with other recently-published material designed for the 
binder, form a unique CRASH book of over 150 pages (complete with title 
and contents pages). 

The firm blue binders, similar to the annual CRASH magazine binders 
(which are available through the Hypermarket op page 82) and subdivided 
into sections with sturdy plastic rods, have room for: 



• tk 96 pafps of the CRASH History 

• Mr complex index of CRASH nemos 

• the complete index of CRASH playing dps and maps (in this issue) 

• die complete index of CRASH features ( m this issue) 

• Lloyd Mangram’s four Lookbacks at the years 1984, 1985, 1986 and 198? 

• special articles on the Spectrum, on A available with this binder 



The CRASH & Spectrum Software History hinder is available now with the 
form below (or a copy of it). Please allow the usual 28 days for delivery. 




| Please send me a CRASH & Spectrum Software History binder with reprints! 

I V QVd Man ^ ram Lookbacks and special articles. I enclose £4,56 j 

j (£6.50 if the delivery address is outside the mainland UK). 

I 



I Name 
. Address 



i 



• ■ — * Postcode 

PLEASE DEBIT MV VISA/ACCESS ACCOUNT £ 



| I wish to pay by Vis*/ Access (delete as applicable} 

I Signature 

DU.„. 



E * piry Date 



Please Charge My Account No: 



j Ciidlmider'ahJdrTu, [fdiiWnHl 

■=== 



n 



um i 



tavety addi^iithivc 




^WtkWtSUPH! 
GUESS wtlKn^L 

tcop'S? 



r -yap 1 
LEMONS'. 



SWT t^O^CHA 

WVCl.HWV?' 






S*-F 



We name the guilty men: this month's King Grub was written by Richard Burton 
01 Holston, Cornwall TR12 6RB, who weir the CRASH KJn» Grub comp In Issue 46 f 
and drawn by our resident Grubster Markle Kendrick 

Winners In ftdt page U4 





